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INTRODUCTION 


GETTING START 



On the prowl: 
a PzKw V 
Panther in 
Northern 
Europe , 1944. 


i INTRODUCTION 

Panzer Commander is a simulation of World War II tank combat. In Panzer Commander, the 
attempt has been made to recreate the experience of commanding a German, Soviet, 
American or British tank in the European, Soviet or North African theaters. More than 
forty driveable vehicles are available with accurate simulations of weapon, armor, engine 
and crew performance. Panzer Commander also features German and Soviet campaigns 
developed from actual unit histories. In addition, Panzer Commander allows you to play 
networked multiplayer games in head-to-head or cooperative scenarios. 

■ GETTING STARTED 

To play Panzer Commander, be sure your system meets the following system 
requirements: 


IkRKH* 

flUBL 


lander also supports hardware acce.rri^:: 
: Paxzer Commander with a 3D A 


nes with this Game? 

~ : :x should contain a Panzer Commando □ 
i.it i ird with hot keys and interface informal 


\mm x ig the Game 

z _ST install Panzer Commander game files t; y : nr 
71 CD in your CD-ROM drive to play this :.-~ 




"b n the game, insert the CD into the CD-R -M : 
a. - - lts :'ick on the Install option. If you have oisrt a 
8 . — T it function, Explore the CD and doufc.-: - 
::ompts to complete the installation. 


j mating the Game 

3 skt me P.anzer Commander CD into your CD-RC M or 
iz * m tow. For users that have disabled the \N md: *: 
w mo :hon, open the Panzer Commander program : 

: in t and chck on the Panzer Commander ic :i F m 
TP : r.:'ormation, please refer to the rest 
l • ' include in this manual. Please read the ~-OI 
• re information. 


m.installing the Game 

minstall the game, choose Settings from the ■'* m: 
Panel. In the Control Panel, select 
jer, and click on the Add/Remove button. The fft 
. - t removed from your hard drive, except for y: ur: 


• Pentium 133 MHz IBM PC or compatible (Pentium 166 MHz recommended) 

• 16 MB of RAM (32 recommended) 

• Windows® 95 - NOTE: This is a Windows 95 game and cannot be played on Windows® NT systems. Multitasking is not 
recommended when playing Panzer Commander 

• An Uncompressed hard drive with 130 MB free 

• A 4 X CD-ROM drive or faster (8 X Recommended) 

• A SVGA video adapter with 2 MB of memory and a Color SVGA Monitor 

• For Accelerated Play, a 3-D accelerated card with 4MB of RAM 

• A100% Microsoft (or Logitech) compatible mouse 

• Microsoft mouse driver version 9.00 or higher or Logitech mouse driver version 6.24 or higher 

• 16 bit DirectX compliant sound card 


> iring Games 

-. ter Commander requires space on your hare :r. - 
L-s. Each saved game can take up to 1 MB of t.et: 

rleetronic Registration 

: you did not register your copy of Panzer Commaoe: 
to later: 

From your desktop select the Start button, cl ::a 
and click on Register for Free Stuff. 

Follow all on screen prompts. 


In addition to the basic system requirements, the game requires that DirectX 5 be 
installed to your hard drive. The option to install DirectX 5 appears during the game 
installation. At the end of installation, you will be prompted to register Panzer 
Commander electronically. 


Vote: If you register electronically, or via the r-:: \:r 
zith a code to unlock an additional American sre^z 


For network play, you need a DirectPlay compatible network adapter. 








































-7ARTED: What Comes with this Game 


iro*j ' ' -rr.v are acceleration through Direct3D. See the sec- 
mrnm- 3 r a 3D Accelerator on page 5 for more details. 

tas Game? 

m ra." i ? \NZER Commander CD, this User Manual, and a color 
iK i i: nierfaee information. 


D cor nhat. In Panzer Commanded w 
?nce °f commanding a German, SmJ 
-• or North African theaters. More i 
Xe simulations of weapon, armor, en^a* 
:ramres German and Soviet campa g» 
- Panzer Commander allows you to pi» 
r cooperative scenarios. 


meets 


the following system 


"codec 




Windows® NT systems. Multitasking is not 


16.24 or higher 


he game requires that DirectX 5 be 
DirectX 5 appears during the game 
- be prompted to register Panzer 


. hr game files to your hard drive and have the Panzer 
it !-?.•“ M drive to play this game. 

no - me CD into the CD-ROM drive. When the pop-up window 
m n • i m uon. If you have disabled the Windows 95 Autorun, or if 
- •;. ire the CD and double-chck on the Setup icon. Follow all co¬ 
rn : -:e the installation. 

Game 

,, u; wander CD into your CD-ROM drive, and select Play from the pop- 
-i • ... rs mat have disabled the Windows 95 Autorun feature, or if it does 
■ m- Panzer Commander program folder from your Windows 95 Start 
. i . . me Panzer Commander icon. For complete and specific “how to 
a». —:.: p tease refer to the rest of the manual. Some changes were made too 

ini^c _- -his manual. Please read the README.TXT file in your game directory 
mkrzahon. 

ig the Game 

- game, choose Settings from the Windows 95 Start Button, and select 


Ln y- in die Control Panel, select Add/Remove Programs, left-click on Panzer 
lOlaafti. md click on the Add/Remove button. The game and all of its components are 
„ z ed from your hard drive, except for your saved games or edited scenarios. 

Games 

we ’.lander requires space on your hard drive for saved games and temporary 

- - y h saved game can take up to 1 MB of hard drive space. 

f— :ronic Registration 

f ; _ zd not register your copy of Panzer Commander after installation and wish to do 

-H OXBT : 

- - :m your desktop select the Start button, click on Programs, click on Panzer Commander 
md click on Register for Free Stuff. 

_ r ollow all on screen prompts. 

note: If you register electronically, or via the registration card, you will be provided 
s ::h a code to unlock an additional American scenario. 



rk adapter. 


























TROUBLESHOOTING: Sound and Video Cards 


- 



A close look at 
the unexpected 
German officers 
inspecting 
wrecked T-34s. 


Electronic Documentation 

Included on the game CD is an information document, Histories of German and Soviet 
Tank Divisions During World War II, chronicling the actual careers of several German 
and Soviet tank units. These real life events are the basis of the campaign games you 
can play in Panzer Commander. This extensive paper is formatted as an Adobe Acrobat 
document for maximum readability; it can be read at your computer, or printed out if 
you have a printer. 

If you do not already have the Adobe Acrobat Reader, insert the Panzer Commander CD 
into the CD-ROM drive and select ACROBAT from the pop-up window. If you have 
Autorun diables, go the directory where the game was installed, open the ACROBAT fold¬ 
er, and double-click on the file entitled Ar32e301.exe. Follow the on-screen prompts. 

Once Acrobat Reader is installed on your system, you can read Histories of German and 
Soviet Tank Divisions During World War II by choosing Panzer Commander from the 
Programs panel of your Windows 95 Start menu and selecting Read History File. Or, from the 
File menu of Adobe Acrobat, you may open the document, whose file name is HISTORY.PDF 
and which is located in the root directory of your game CD. 

■ TROUBLESHOOTING 

This section provides information that should help you solve some common problems. 

Sound and Video Cards 

Some sound and/or video cards are not supported by Windows 95 and DirectX. If you 
do not have one of the following Sound or Video cards, the game may not work. 


'.□ported 3D Accelerator Cards 

; ViTDZA RNA 128, ATI Rage Pro , 3D 1 

r _ 2 *0. 


J Setup 

, pc requires DirectX 5. If you do not nave _ 
Explore the game CD, and 
: - reetX 5 install. 


sclaimer 

3 lander utilizes Microsoft’s DirectX 5 : 
mg tool created by Microsoft, and 


problems and system anomalies with 

mpliant. DirectX is a Microsoft pro: - . - 
iges that might occur to your compKor 
related problems that cannot be fixed _ 
15 95 driver set, you must contact either M 
-:i for further technical support or sermre 


- h retains all intellectual property rights:: - 
se to use DirectX with Micr s 


i ~ - mg DirectX Video / Sound Card Drivers 

mat your sound and video drivers 
1 .. • l ; n the windows Start button (usually to ur 1 m 
1 ;__;xonRun. 

t ■ me open field type the command: C : 

- sure all drivers say Certified next to them 


f of your drivers are not DirectX certhe-c 
n 1 - macturer and see if they have certified Direc D 


• rotating Windows 95 Video Drivers 

-j find that there is a problem with yoiu ms : £ 
1 _ .an reinstate your old video drivers by :: _: ; m 

,_ck on the windows Start button (usually:our.: ' 
I Click on Run. 

In the open field type the command: . : :; i- d 
- Click on the Restore Display Drivers button. 












DirectX Supported Sound Cards: Aztech, Creative Labs, ESS 

DirectX Supported Video Cards: 2D: ATI, Cirrus Logic, Matrox, S3, Tseng Labs, 
Western Digital, 3Dlabs, ATI, Creative Labs, Rendition 




















> Cards 





•1 close oj | 


the un-. .-.-- -a 


Germar ;~:n 


inspect:' v 


wrecked T-. ■ 

1 



cument, Histories of German and SaxaJ 
; : “ g :he actual careers of several Gem - 
“ e :he basis of the campaign game- , 
paper is formatted as an Adobe Acrcii 
' read at >' our computer, or printed out f 

Header, insert the Panzer Commander d 
rrom the Pop-up window. If you ha.- 
was installed, open the ACROBAT fold- 
-•£. Follow the on-screen prompts. 

r-you can read Histories of German anc 
■ choosing Panzer Commander from the 
ind selecting Read History File. Or, from the 
' - •- ament, whose file name is HISTORY.PDF 
ur game CD. 



TROUBLESHOOTING: Direct X Setup 


--: OU solve some common problems. 

by Windows 95 and DirectX. If you 
’arcs, the game may not work. 

dre Labs, ESS 

~ .a Logic, Matrox, S3, Tseng Labs 

edition 


-Tiior Cards: 3DFX Voodoo or Voodoo RUSH, 
77 Rage Pro, 3D Labs Permedia 2, Rendition Verite 


t yon do not have DirectX 5, then it can be installed 
- ID. and open the REDIST folder. Double-click on Setup to 


~ M: rrosoft’s DirectX sound and video drivers. DirectX is a 
. ; :. Microsoft, and the installation of DirectX may cause 

--- - anomalies with computers using video drivers that aren’t 
HhI> ■nflBft t. is a Microsoft product, and as such, SSI cannot be respon- 

occur to your computer system due to its installation. For 
: - -s that cannot be fixed by updating to your video card’s latest 
; j must contact either Microsoft or the manufacturer of your 
|^Hpr(9 r barz - :e rhnical support or service. 

J .Tiellectual property rights to DirectX. The user has been granted 
jse DirectX with Microsoft operating system products. 

wm r - A Video / Sound Card Drivers 

...._r s; und and video drivers are DirectX 5 certified, follow the steps below. 

niftufl ; n - andows Start button (usually found in the lower-left corner of your screen). 

HH HE "ILT 

i te i > - field type the command: C:\progra~1\directx\setup\dxsetup.exe then click on OK. 
ig, » ... drivers say Certified next to them. 

■ m ur drivers are not DirectX certified you should contact the hardware 
■it . rrur-r and see if they have certified DirectX 5 drivers. 

#rsc-cu.;.»g Windows 95 Video Drivers 

f * -- - - -Jiat there is a problem with your display after you have installed DirectX 5 

„ -iu reinstate your old video drivers by following the instructions below. 

■ i : n the windows Start button (usually found in the lower-left comer of your screen). 
. on Run. 

- the open field type the command: C:\progra~1\directx\setup\dxsetup.exe then click on OK. 
- : _ :k on the Restore Display Drivers button. 

5 may require that you have the disk containing your original drivers. 























TROUBLESHOOTING: Using a Joystick in Panzer Commander 


TROUBLESHOOTING: G— 






Using a Joystick in Panzer Commander 


Thrustmaster and CH joysticks are fully 
supported by Panzer Commander. Other 
types of joysticks, throttles and foot pedals 
can be used if they are properly configured 
for Windows 95. To check if your controller 
is configured, open up the Control Panel, and 
select either the Joystick or Game Controllers 
icon. If your device is listed under Controllers 
it should work in Panzer Commander. If 
your game controller does not appear on 
this list, you can attempt to configure it for 
Windows 95 following these instructions: 



1. Connect your joystick to the game port. 

2. Open up the Control Panel in Windows 95 and select the Joystick or Game Controllers icon. 

4. Click on the Add button. 

5. Select the style and manufacturer of your joystick or game controller if present. 

6. If your controller is not on the list press the Add Other button and search the list for 
your model. If your model came with driver/configuration software, insert the disk 
and click on the Have Disk button. 



nave an accelerator based on a differe::: 
mt'iTN or good performance with Pa 
i to use any Direct3D-compatible r.arr* 
[inching the program, you can 
v:ai program to edit the file PA\_:- 
oer was installed. Change the line vcn 


7. When it returns you to the Controller screen, highlight your joystick and press the 
Properties button to configure it. Follow the on screen directions to establish proper 
configuration of the x and y axes and any special controls. 

If you can’t configure your joystick properly in Windows 95, you need to contact the 
manufacturer of your controller for further technical support. The joystick will not func¬ 
tion properly in Panzer Commander if it is not first properly configured in Windows 95. 

Playing Panzer Commander with a 3D Accelerator 

Panzer Commander supports 3D hardware acceleration using Direct3D. If you have 
a hardware accelerator, be sure that it supports Direct3D and that you have the 
latest drivers. 


:: i Commander then uses its built-in sc fr.vare 
l: - 3D acceleration using the Game Op:: :r^ 
you can disable certain graphics opt:: r.f r 
Level of Details Settings on page 25. an: - : : 

ntacting SSI Technical Support 

: u are having problems, please consu/. the 
: - : ;re contacting SSI Technical Support. •’*- - 
mmon problems in this area. If you are sure : 
- r.em requirements and the game still d r: r - 
_iing the latest drivers for your system. 


While Panzer Commander supports the widest possible range of 3D accelerators, no one 
can anticipate every conceivable hardware configuration. If you should experience 
problems, contact the manufacturer of your 3D accelerator for troubleshooting infor¬ 
mation. Again, make sure that you have the latest drivers before proceeding. 

For best results, an accelerator based on one of the following chip sets is recommended: 

3DFX Voodoo or Voodoo RUSH, nVIDIA RIVA 128, ATI Rage Pro, 3D Labs Permedia 2, 
Rendition Verite V2100 or V2200. 


e have a staff of Technical Support Specials 
: roblems you may have with any of our gamee 
; nfiguration they can suggest some possible >: 

Because of the millions of different hard^ are 
Die with today’s PCs, you may still have to 
hardware manufacturer, or software publish* 
before our game will work. You may ale - : 

video, mouse, or CD-ROM drivers before the 


We suggest contacting SSI Technical Sup;: 
a printout of your c:\autoexec.bat file, a print: u: 
description of the problem. Please include "r , 
error messages you have seen which inc. :a> - 















































_ wander 


- - - - ::\G: Contacting SSI Technical Support 




3 a ax<!0ie <- select the controller and cfck Prxw^ 
^ ** :r = to update the game condole, fct 



jr 



Prepare for 
Battle: KV-1 
crew rushes to 
man their 
tank, 1942 


e:: tbe Joystick or Game Controliei ml 

:i or game controller if preser.; 

■ butt on and search the list -I 
•^guration software, insert the 

igMght your joystick and press 
Teen directions to establish pn -.-I 
al controls. 

■ cows 95, you need to contact I 
apport. The joystick will not fun - I 

• 0 Parly configured in Windows 9; 

rator 

~fn using Direct3D. If you have I 
Direct3D and that you have the 

e " an g e of 3D accelerators, no one 
--..on. If you should experience 
•"■rator for troubleshooting infor¬ 
mers before proceeding. 

■ - ^Ing chip sets is recommended: 

7 Ra 9 e Pro - 3D Labs Permedia 2, 


^B:iai«i ■ - erator based on a different chip set, there is no guarantee of com- 

«r :-Romance with Panzer Commander. However, the program 
K. m L - , Direct3D-compatible hardware that you have. If you have prob- 
r ~ program, you can disable hardware acceleration by using the 

^■1 - c-un to edit the file PANZER.INI, located in the folder where Panzer 

E*|. v -stall ed Change the line which reads: Accel = TRUE to read: Accel - FALSE 

Lf9iC» ip. then uses its built-in software Tenderer. You can also enable or dis- 
^ 33 . -rinon using the Game Options Menu. If your machine performance is 

,■« : sable certain graphics options from this screen. For more information, 

^2* : i r .ails Settings on page 25, and 3D Accelerator Settings on page 30. 

CMOD-nug SSI Technical Support 

■_ - i\ing problems, please consult the Troubleshooting section of this manual 

. . - acting SSI Technical Support. We’ve put many of the solutions to the most 

mr problems in this area. If you are sure that you meet the Panzer Commander’s 
- requirements and the game still does not run, please make certain that you are 
mm £ sr latest drivers for your system. 

> ma staff of Technical Support Specialists ready to help you with any technical 
- : -ns you may have with any of our games. If your problem is due to your system 

- -' rnation they can suggest some possible solutions. 

: . a use of the millions of different hardware and software configurations possi- 
with today’s PCs, you may still have to consult with your computer dealer, 

- i.-dware manufacturer, or software publisher to properly configure your system 

:efore our game will work. You may also need to get the latest version of your sound, 
-deo, mouse, or CD-ROM drivers before the game will run properly. 


-,V e suggest contacting SSI Technical Support via fax or e-mail if possible. Please send 
a printout of your c:\autoexec.bat file, a printout of your c:\config.sys file, and a complete 
description of the problem. Please include the operating system you are using, and any 
error messages you have seen which indicate that there is a problem. 





























TUTORIALS: Training Mission 1 - Basic Tank Command 


Please send this information to our fax number, or the e-mail address found below. 
Fax: (415)895-2113 Attn: Technical Support 
E-mail: ssitechsupt@mindscape. com 

If you cannot fax or e-mail us, we can also be reached by phone. Our Technical Suppo- 
number is (415) 895-2626. The phones are open from 8:30am to 5pm Pacific Time 
Monday through Friday (holidays excluded). Absolutely no game playing hints will 
be given through this number. 

If the game about which you are inquiring has been out for more than 9; 
days, you’ll also want to visit out website to be sure you are running the lates: 
version of the game before contacting SSI Technical Support. The SSI website is 
located at www.ssionline.com. Panzer Commander also has its own website 
at www.panzercommander.com. 

■ TUTORIALS 

The easiest way to become familiar with the interface, game play, and tactics of Panzer 
Commander is to run through the tutorial scenarios that have been created. Both tuto¬ 
rials are accompanied by step-by-step explanations, which walk you through the sce¬ 
narios. The first describes how to drive your tank, navigate through a mission, and 
operate your guns to destroy targets; the second tutorial delves into the basics of com¬ 
manding a platoon of tanks and surviving against enemy tanks. 

The tutorials are basically the same for all four nationalities with one important dis¬ 
tinction: the tanks (and the range finders for aiming the main gun) are specific to that 
nation. The tanks therefore have different speeds, armor, etc. which can change the 
difficulty of the tutorial slightly. It’s a good idea to check your crew and tank abilities 
as you start the scenario. 

Training Mission 1 - Basic Tank Command 

This mission scenario introduces you to the basics of driving your tank, ordering your 
driver, navigating to way points, and using the commander’s map display. 

From the Main Menu, click on Single Scenario, choose a nationality, and click on 1 -Training 
in the scenario listing. Click on the “checkmark” button, described as Accept Chosen 
Scenario, to bring up the Briefing screen. You are given a brief description of the sce¬ 
nario, requirements for victory in the scenario, your crew’s rank, the type of tank you 
are commanding, and the time you have to accomplish your goals. Click again on the 
“checkmark” button to enter the simulator. 

While you are playing the tutorial, if you need to pause the game, restart the scenario, 
or end the scenario, press the Escape key. This brings up a screen which allows 
you to Continue Scenario in Progress, Restart the Scenario from the beginning, 
End Scenario and Save Results, or End Scenario and return to the Main 
Menu without saving. 


TUTORIALS: 1-r. :• 
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Status Bar 


Lie * lion Views 

: :»f a tank and you are standing in the turret looking out. Your 
- z :: your first way point. 

• lt s: - bottom of the screen are several indicators. Learning to watch 
; /--- indicators is vital to game play. These indicators are described 
r; ir Status Bar on page 56, however a brief description follows. The 
$ spiir. -n:o two pieces to facilitate description. 

Amount of Machine Gun ammunition 
your tank is carrying, the first number 

: AP) is for the coaxial gun, the second is Crosshairs showing whether you 
for the bow , / have an Y targets selected 



r Explosives (HE) 
in* 3 carrying 


!o:; u re null in degrees, 
ii:r '11 r. arrows indicate the 
mz :r *: ~a next way point 


Facing of the turret to 
the hull of the tank 


Message Area 
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number snow which 
way point is next. 


Speed indicator, with arrows 
showing that you are going 
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/Fuel Gauge 
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to currently 
selected way point 



RPM gauge, indicating stress to 
your tank's engine; green is 
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your platoon in this sce¬ 
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TUTORIALS: Training Mission 1 - Basic Tank Command 


F2 


F3 


' 1 " :r - scenario from the commander’s cupola view, unbuttoned. - 

- ---r r - vision, and from which you can command the other sta: * 

- a ** switch through the various other views, representing the ra 

■ A ailable at the other stations, by pressing the function ke} s 

FI External tank view. In this view the camera always points towards your 

- - mmander s cupola view, unbuttoned. This is the view you would ha'. - i 
commander’s cupola with the hatch open and your head sticking out 

Commanders cupola view, with binoculars. The view from the ir-r m 
commander’s cupola, seen through a pair of binoculars allowing you to s- - i 
tartner away. 

Commanders cupola view, buttoned up. Although your view is more coesi 
here, your tank commander is safer, and you are able to see the commander s 
Driver s view. This is the view you would have from the driver’s seat. 

Gunner’s view. This view provides access to the basic gunnery functions frr 
main gun and the coaxial machine gun. This is 2.5x magnification. 

Gun sight view. This is a 5x magnified gun sight which allows you to better' - ~»J 
more distant objects for your main gun. 

Bow machine gun view. This view allows you to operate the bow machine gu. 


F4 


F5 

F6 


F7 


F8 


From either the F2 or F3 view, the 7, 9,1, and 3 on the keypad govern which wav 
are looking out from your tank. Flip through the different views, and try changing 
direction you are looking. Press the C key to center your view. 


Driving and Navigation 

At the beginning of the scenario, your driver already has his orders to follow the w s 
points. If you don’t give the driver any orders, he follows the way points until the con¬ 
clusion of the scenario. Your driver also notifies you verbally when you have reache: 
the selected way point, and the message Way point Reached appears on your Status Bsr 
rhe selected way point automatically switches to the next way point. 


You give orders to your driver by pressing the arrow keys on your keyboard, by jov- 
stick, or by rudder pedals if you have such devices connected to your computer For 
any method, up orders your driver to go faster, down means to slow down or go into 
reverse if you are already stopped, left orders the driver to turn the tank towards the 
left, and right means turn the tank to the right. Pressing the Delete key orders the 
driver to hit the brakes and stop. Another method of setting the speed of your tank, 
which gives more control than the up and down arrows, is using the number keys on 
your keyboard. Press a number from 1 to 0 to set the throttle, 1 being the slowest 0 
being top speed. Pressing the ~ key sets your tank’s throttle to idle, and pressing the 
End key orders your driver to reverse direction. 


If you have the turret facing another direction than the way the tank is going, press¬ 
ing D orders the driver to turn the tank’s current heading to the direction you as the 
commander are looking. Practice increasing and decreasing your speed, and turning 
your tank to either side, then press F4 to bring up the commander’s cupola view, but¬ 
toned up, from which you can view the commander’s map. 





rz the terrain, roads, buildings anc 
bp recaZ from the scenario br.efing, y 
; zzj~ fractures there, and then dear r 
u. now you need to get to the cross: 
frifos the road you will eventually ream 
p. „ arve the tank by pressing the A key to :~ 
w >:.n From the commander's screen 
nor ank. but if you move the tank from fire » 
eonk to you. Try driving toward t he nett 
rseroi of the tank to your driver, and eo:—a 
: la • zv.i to the original way point he was heid 

Mir ~ wav point four, take commar.c of vow* 
s - - ' cross-country traveling Way 

i a: : .ete this part of the scenario. Drive s : -- 
a- : large church. Once you react: r.e 

, until you reach the road. Once the ' • 

- i:: towards the west. If you loc k 
m closer to the crossroads. Continue followiB( 

: -r. Stop at way point seven for some target 


1 *si: Weapons Training 

- goal is to become familiar with yon: - y 

u g with a farm. To fire your main gun. press 5 

- c. Ter automatically chambers a round . - -- 

- vou verbally when completed. To change 1 

started with the armor piercing (APi shell hyd* 
* . e HE) shell. If your loader has already chamberca< 
Ln reloads it with the next shell type 
ire the round currently in your gun at an appr:: - s' - 
-pes while your loader is loading the next rour.: 

























f%irU27ld 


-: ■ : r g Mission 1 - Basic Tank Command 


- ^ew, unbuttonec u, 
ommand the other 
r ''-- representing the 
^sing the function keys 

va - vs points towards y; x : 
me view you would hav* 
ronr Dead sticking out 
The view from the :-,tq 
X’ulars allowing you to see * 

gr. your view is more mm— 
artle to see the commander f u, 
■om the driver’s seat. 

. aasic gunnery functions itr I 

- ox magnification. 

hich allows you to better: 

operate the bow machine . 

e keypad govern which waj m I 

em news ' and try changir.V n „ I 

- .lew 


^ his orders to follow the - 

rs the way points until the crc- 

■really when you have reacbe: 

appears on your Status Be- 
txt way point. 

eys on your keyboard, by jo;. - 
-r.ected to your computer. For 
■ans to slow down or go int: 

' :o rurn the tank towards the 
ng the Delete key orders the 
rung the speed of your tank. 
•> using the number keys on 
umtle, 1 being the slowest, 0 
■ue to idle, and pressing the 

'• ay the tank is going, press- 
g to the direction you as the 
mg your speed, and turning 
nmander’s cupola view, but- 



• c 

• 111 !’'' 


— Commander’s Map 


3 - - r terrain, roads, buildings and waypoints/mission objectives 

n ■ . re call from the scenario briefing, your mission is to drive to the 
r ‘ - structures there, and then clear the gun emplacements from the 
HBUBi'T. ?_zr.t now you need to get to the crossroads to the southwest of your 
f wra the road you will eventually reach the crossroads. You can allow 

: - - .re tank by pressing the A key to order your driver to drive to the 

- jr : r ■ From the commander’s screen you can increase or decrease the 
a ni but if you move the tank from side to side, your driver relinquishes 

■ : .r i to you. Try driving toward the next way point on your own, then 

r if the tank to your driver, and command the driver (by pressing the 
i=:r to the original way point he was heading to when you took control. 

• . - - r way point four, take command of your vehicle by turning your tank to 
■: - s: me cross-country traveling. Way point seven is where you want to end 

- : this part of the scenario. Drive south past the forest, continuing south 

: the large church. Once you reach the church, turn to your right to contin- 

until you reach the road. Once the road is reached, turn right again and 

■ ::ad towards the west. If you look at your Commander’s Map, you should 
: rloser to the crossroads. Continue following the road until you see some 

Stop at way point seven for some target practice. 


] _ Weapons Training 

; - - . x: goal is to become familiar with your armament by destroying five structures, 

- - t w ith a farm. To fire your main gun, press the Spacebar or Joystick Button 1. 
ader automatically chambers a round of the same type of shell just fired, and 
you verbally when completed. To change the shell type press the G key. Since 
carted with the armor piercing (AP) shell by default, this selects the high explo- 
■ HE) shell. If your loader has already chambered a round, he unloads the gun, and 
- -n reloads it with the next shell type. This takes extra time, and it is often better to 
-1-e the round currently in your gun at an appropriate target, then change ammunition 
~pes while your loader is loading the next round. 
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TUTORIALS: Training Mission 1 - Basic Tank Command 


TUTORLAUS * 


Press F6 to bring up the Gunner’s view. Using the arrows on the numeric kevc ll. 
you can move your turret left or right, and the barrel of the main gun up or down. H c :: 
the Shift key down while moving the gun for fine control. While you are in the Gunua 
views (F6 and F7) you can use the joystick to control the aiming of your gun. While _:s 
the F6 or F7 view, pressing S selects the target centered in the sight. By pressing ' 
two red crosshairs are displayed, you are now using the range finder. For addition;, 
information see Using the Range Finder on page 47, but for now, the basics will c: 
Move the crosshairs so that they are completely covered by the side of the barn, an: 
line up the crosshairs with each other by pressing Page Up or Page Down (Use thd 
regular keys, not the keypad). Once the crosshairs are lined up, place the target ret; 
ule on the target and fire your main gun by pressing the Spacebar or Joystick Button 
1 You should see an explosion on the barn’s side if you have aimed correctly. 


Gun Crosshairs 
Target Crosshairs 


Press the F7 key to bring up the 5X power Gunner’s view. Align your crosshairs with 
the barn, and fire your main gun again. You should see another explosion if you have 
aimed correctly. To fire the coaxial machine gun press down the Left Control key or 
Joystick Button 3. This gun uses the same targeting crosshairs as the main gun. 
Center the crosshairs on the barn again, and fire the coaxial machine gun. Switch to 
the commander’s cupola view unbuttoned, and fire both guns again. You do not have 
to be in a gunner’s screen to fire the main gun or the coaxial machine gun, but you 
cannot aim those guns from any other view. 

The tank you are commanding also may have a bow machine gun. Press the F8 key to 
switch to the Bow Gunner’s view. To fire the bow machine gun you must press the 
Spacebar from within the Bow Gunner’s view. This gun is targeted where the crosshairs 
are pointed, like the other guns. You may need to drive your tank to a different facing in 
order to aim your bow machine gun at the barn. 

Once a structure has taken enough damage, it collapses. Rotate your turret or tank and 
destroy the barn and the four houses. You have accomplished your second goal. 



Mmiar *•; apons Training 



law . : destroy an enemy gur. emra: 

the crossroads. Move northward < 
zr irr. enemy is spotted. Press the T sey . : 
■he : : • cted enemy. If there is more than 
■ [tv -5 through all available enemy targe 
. en crosshair. Press N to self 
; j return to the previous,;. • 
u can press the E key to c r 
* i Your gunner then fires the mam r_r. - 
h to the Gunner’s View, and fire anil 
turret and release the track : 

nimizetherisktoyourtank.it - 
a • zon. Hull down is when the hull ol year 
art visible to your enemy is y 
- still being able to fire your guns. If y: - - 
ill. and in a hull-down position. 

v \-n the first gun emplacement is c : rr 
rest of the enemy. There are four m 
- -Because of the wider range 
ray be times that you as the comi 
; ress the T key, but your gunner d - 
;.in’t see the target. If this happens, yo mm: 
arget your guns, and fire on the enemy 

■ shairs with each other, place :: 

that if you can see the enemy, they can see y 
r eing hit and could be destroyed. 







































Command 


ng the arrows on the numew 
barrel of the main gun up c:: . 
De control. While you are in •_> 

rontrol the aiming of your g-__- ., 

et centered in the sight. Bv 
using the range finder. For i: c: 
~ ■ ■ but for now, the basin 
>• covered by the side of: 

■sing Page Up or Page Down 
i-rs are lined up, place the tarr¬ 
ying the Spacebar or Joystick 
'■ou have aimed correcth 



Gun Crosshair 


— Target Crossha r 


iers ™ w - Align your crosshairs wit: 
^-d see another explosion if you ha-. - 
press down the Left Control key or 
'?-?ting crosshairs as the main gur.. 

coaxial machine gun. Switch ti¬ 
re both guns again. You do not have 
’ 11)6 coaxial machine gun, but you 

w machine gun. Press the F8 key to 
'machine gun you must press the 
? un *- targeted where the crosshairs 
-'• e your tank to a different facing in 

: ses. Rotate your turret or tank and 
.'ir.plished your second goal. 



-1 v >: Training Mission 1 - Basic Tank Command 


~ 1 1M1ZZ 


Gun Crosshair 


Distance to Target 


; ..-; v an enemy gun emplacement that is set up to defend the road 
m . - - ssroads. Move northward on the road toward way point nine until 
„ - - s spotted. Press the T key. This orders your gunner to track the cur- 

..nr : -r.emy. If there is more than one eneiAy, pressing the Tab key repeat- 

-r - - ugh all available enemy targets. The selected target is indicated by a 

llirr .: Jihair. Press N to select the nearest available target and press the Caps 

Lib * 7 rum to the previously selected target. When the gun emplacement is tar- 

m. - ir . uress the E key to order your gunner to engage the currently targeted 
. - runner then fires the main gun at the target until it is destroyed. You can 
C * - the Gunner’s View, and fire on the enemy emplacement yourself. To cen- 

»•-« ir -. “-t and release the tracking, press 5 on the key pad. 

e mn ir the risk to your tank, it is best that you position the tank in a hull down 
l Jgt£ - ill down is when the hull of your tank is not visible to the enemy; when the 
niti'i . " .Tsible to your enemy is your turret. It provides the smallest target possible 
I- » iz2 being able to fire your guns. If you are at way point nine, your tank is behind 
i . uid in a hull-down position. 

1 the first gun emplacement is destroyed, continue down the road and engage 
t - of the enemy. There are four more gun emplacements dug into this stretch of 

- a ; 3 ecause of the wider range of vision from the commander’s cupola view, there 
t be times that you as the commander see the enemy before your gunner; if you 

- ri the T key, but your gunner does not acquire the target you want, your gunner 

- „ - : see the target. If this happens, you can switch to the 5x power gunner’s view (F7), 
. -?et your guns, and fire on the enemy yourself. Just line up the range finder 

- Chairs with each other, place the target reticule on the target, and fire. Remember 
—at if you can see the enemy, they can see you. If you hear any clanging, your tank is 
; ring hit and could be destroyed. 



































TUTORIALS: Training Mission 2 - Basic Platoon Command 


TUTORLAUS >: 


A good hull down 
location. Most of the 
tank is shielded by the 
wall, but the gun is 
free to fire. 



When you have completed the scenario, press Escape and click on the “checkmark" 
button to see the statistics of the mission. The Evaluation screen shows the outcome 
of the scenario and elapsed time. This screen also shows how many tanks, AFV, trucks, 
anti-tank guns, machine guns, and buildings you destroyed, and what, if anything, 
your side has taken in losses. 


Click on the “checkmark” button at the lower-right side of the Evaluation screen to 
return to the Main Menu. You are now ready for the second training mission. 


Training Mission 2 - Basic Platoon Command 

This will be your first battle against live enemy tanks whose commanders are doing 
their best to destroy your tank. This scenario teaches you the basics of maneuvering, 
flanking, and using the terrain to your advantage. You also learn how to give com¬ 
mands to your platoon. 


From the Main Menu, click on Single Scenario, choose a nationality, and click on 2-Training 
in the scenario listing. Click on the “checkmark” button, described as Accept Chosen 
Scenario, to bring up the Briefing screen. You are given a brief description of the sce¬ 
nario, requirements for victory in the scenario, and the time you have to accomplish 
your goals. Take note of your crew rating and tank type; you may want to look up your 
tank in the Tank Statistics and Capabilities section starting on page 73. Click again on 
the “checkmark” button to enter the simulator. 


While you are playing the tutorial, if you need to pause the game, restart the scenario, 
or end the scenario, press the Escape key. This brings up a screen which allows 
you to Continue Scenario in Progress, Restart the Scenario from the beginning, 
End Scenario and Save Results, or End Scenario and return to the Main 
Menu without saving. 


To see if you have found a hull down location, press the FI key and use the 7, 9,1 and 
3 keys on the keypad to rotate your view so that you are in front of your tank. Most of 
your tank should be behind the wall, but you may wish to maneuver a bit to settle your 
tank in the best possible cover. When you have achieved a good hull down position, tar¬ 
get the rest of the enemy gun emplacements, and destroy them before time runs out. 


• Platoon Orders 


an ;c this scenario, you are the ax 
Liiitonal tanks to give orders :: 
... r e ther tanks in your platxn 
; trussing Shift and a number 
s the V key to change your view : 
rrr to vour tank. Press the H kej 
1 jp f i rder them to fire at will : r their 



.r : n generally follows your re 
Ugn itself in a formation pre 
jr two platoon members an 
. - :.y pressing of the F key r : 
ip# • r;m left to right: column, ech* 

T". ■ - - * For more information about 
e Platoon Former:.;', run : 
- :: rmation, for now. 


Lining the Attack 

re several enemy empl 
_: w the way points, you 
• s the enemy. Drive to th 
rr.ed roughly straddling 
maintain their current 
ns to defend that import 
tLi± ::i continue with the attack. 


1 . must destroy all the enemy tanks: • 
• allow a step by step des 
irwlng concepts in mind while 


» . f e your platoon members. If a paruru 
ave a good firing position 
tank, and take some of the heat :n 


• ainuously moving lessens; 
only time that you can fir 
ad. When traveling over r i 
you shoot, line up your shot, fire. an: 


► Attack one enemy at a time. If y: u ta±e 
tank’s destruction increases. 
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. raining Mission 2 - Basic Platoon Command 


-re the commander of a platoon of three tanks, so you 
r . r orders to. Although you cannot personally man the 
- ar olatoon, you can select targets for them by selecting a 
IgpnnuQ Smf: ar.: a number key, either 1 or 2 to assign that tank that tar- 
. » m - ir. Zr your view to the next tank in your platoon, and the R 
i ww ■ 4 . ? ress the H key to order your platoon to hold fire, and the 

L- at will on their selected targets. 



in i| p| -ym - | ~~r follows your tank, in a set formation. To give orders to your pla 

9 , Tl iniii|[ir i formation press the F key. On the Status Bar is a diagram of 

pmc in : aox.-n members are supposed to form up in relation to your tank. 

PO. r .- : : the F key cycles through the six different formations, shown 

!• - yht: column, echelon left, echelon right, line abreast, wedge and 

- z re information about the uses of the different formations, see 
; z:?on Formation starting on page 53. Order your platoon into the 
ic iwmiicc for now. 

x Attack 

- - rral enemy emplacements and tanks awaiting you at the crossroads. If 
Mnn. n - way points, you will approach the crossroads from the south and should 
£ - enemy. Drive to the center of the crossroads, until your platoon members 
: r mghly straddling the crossroads, and press the M key to order your pla- 
" iniiain their current position. Your platoon will now stay in their current 
- * defend that important crossroads from the enemy and allow you and your 
~.znue with the attack. 

iha destroy all the enemy tanks to get a victory. The complexity of battle is too 

f . iliow a step by step description of how to defeat your opponents. Keep the fol- 

iw c : : i ncepts in mind while you are hunting your prey: 

ur platoon members. If a particular enemy tank is giving you trouble, or seems 
n - *ve a good firing position on you, order your platoon members to fire on that 
n v and take some of the heat off. 

innuously moving lessens your chance of being hit by the enemy; however, about 
■Hr Dnly time that you can fire accurately on the move is if your tank is traveling on 
: : ad. When traveling over rougher terrain, have a stable gun platform. Stop before 
u shoot, line up your shot, fire, and then move. 

A aack one enemy at a time. If you take on more than one enemy, the chances of your 
ianks destruction increases. 


continued... 
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TUTORIALS: Training Mission 2 - Basic Platoon Command 


TUTORIALS: Trainir: ' 


An excellent rear 
and top-down shot, 
achieved by 
coming over a ridge 
surrounding a road 



By hitting enemy tanks in the side or rear where their armor is the thinner, you have 
a better chance of destroying them. Hitting them in the top is best of all, few tanks 
have any significant top armor. 

If you see the enemy stop, he most likely has a shot lined up and is getting ready to 
fire. Find cover or move erratically to spoil his aim. 

Once an enemy tank is located, maneuver for the best position. Use the F4 key, which 
brings up the map of your surroundings and the location of the spotted enemy tank. 
Look for opportunities to move around to the side or rear of the enemy, while under 
cover, and places to emerge for a good shot. Finding the balance between shot selec¬ 
tion, and protecting your own tank is a delicate art. 

Look for hull down positions. The best hull down position is behind a wall but there 
are ditches, river banks, hill crests, and folds in the terrain that work as well. 


Rough terrain running 
W to E, stop to shoot 
accurately 

Trees and buildings here 


Gun Emplacements 


Buildings may provide 
cover here 


Ridge line running 
NW to SE 



Gun emplacements here 
should be destroyed 
as soon as possible 

Reach objective. You must 
enter this area before the 
scenario ends. 


Ridge line running 
NE to SW here 

Structures here may 
provide cover 

Wall here is a good hull 
down position 





• Take advantage of high and low ground. Wait at the bottom of a hill until the enemy 
tank is cresting the rise; this is a time when he is very vulnerable, since he cannot 
lower his gun to target you and you have a good chance of shooting the enemy in the 
tracks and immobilizing it. 


Wfbm - • if the slope is steep, and you arc 
• top armor of any tank w 

Hfer * ms enemy. Can you sit and shoo*, a: ra 
Kc or do you have to get up close and hope i 
I m ' his hull armor weaker than his rsrre; 
the tank by shooting it in th 
s wer than the enemy’s 9 V 
jdCr * rman vehicles in this scenario, the -am 
iii man Ordnance descriptions begin on : 
M * sr tank. Go to the different viewing sm 
i... - .: *. of armor that can deflect the enemy 

ir imimst enemy tanks. If your armor is 
« :: avoid engaging enemy tanks direrhv 

n . * ive optimal shots on your targets, lour 
-1 . our tank type before you start the s:em 

I MLi our crew. The levels of skill are. from .t • 
S nee, Regular, Veteran, Crack, and E u sj 
r : * e their performance. They track me er 

- re quickly. If your crew is inexperience:. ;*: 

- - . arefully because it will take more unr 

s - - ng to closer distances because you can n *. 
ammander can overcome a novice crew wrm 

-f the Battle 


--.-Tank Guns 
Destroyed 

Birgers Destroyed 

*'xks Destroyed 

;r.c:ures Destroyed 



you have completed the scenario, either ' 

■ -nks, by running out of time or thrc .r: 
-.-.owing the outcome and the time it to •- 
ilso displays a tally of the number of tari- - 
mgs you and your platoon have destroyed V: - 
;aken. Click on the “checkmark” button :o es 
the Main Menu. 
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i°cation of the spotted enemy .-jl 
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— the terrain that work as well. 


Gun emplacements here 
should be destroyed 
as soon as possible 

Reach objective. You must 
enter this area before the 
scenario ends. 

Ridge line running 
NE to SW here 

Structures here may 
provide cover 

Wall here is a good hull 
down position 


±e bottom of a hill until the enemy 
very vulnerable, since he cannot 
v.ance of shooting the enemy in the 




: Training Mission 2 


- Basic Platoon Command 


g! ...m» and you are coming over a hill, you have a shot at 

■ ht ' : ar.y tank waiting below you. 

■>■£ is a sit and shoot at range because of his inferior guns or 
• uk : : up close and hope for a lucky shot to penetrate his thick 

- , uni - ser than his turret armor, or are both fairly strong, and 
It m sr. ooting it in the tracks your best opportunity? Is your tank 

l- v - enemy’s? You are facing Panzer IVH tanks, and several 
ntaiMci K ti t this scenario, the tank’s statistics can be found on page 73 
nn . - - tescriptions begin on page 108. 
pm* ati . :: the different viewing stations. Check the stats. Does your tank 
iCrft- - 'can deflect the enemy shells? If so you can risk going head 
■!* - ■ tvis. If your armor is low, but your speed high, it is probably 

« . m : -.rmg enemy tanks directly, and instead maneuver around until 
in: i sr.: ts on your targets. Your tanks for this scenario vary by nation; 

"iij_■i r before you start the scenario. 

:.e levels of skill are, from least skilled to most skilled: Conscript (one 
ipc /eteran, Crack, and Elite (six stars). High ratings on their stats 

i. b h; - . -formance. They track the enemy better, reload and follow orders 

u • ur crew is inexperienced, you need to be more cautious, choosing 
mi, nr : - cause it will take more time to load more ammunition, and maneu- 
m ser distances because you can not rely on your gunner’s accuracy. A wise 
Enon r ran overcome a novice crew with good tactics. 

me- Bah le 


Hesonyed 
Idk -esroyed 
ods lescoyed 
fcajes lesrroyed 



Losses 


Exit Evaluation Screen and 
Return to Main Menu 


vj have completed the scenario, either victorious - having destroyed all enemy 
^5 by running out of time or through death, an Evaluation screen appears, 

■ wing the outcome and the time it took you to complete the scenario. The screen 
- j displays a tally of the number of tanks, AFV’s, trucks, anti-tank guns and build- 
- .-s you and your platoon have destroyed. You are also shown the losses your side has 
-ken. Click on the “checkmark” button to exit the Evaluation screen and return to 
me Main Menu. 
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MAIN MENU AND RELATED SCREENS 


MAIN VZ 




% Vehicles 

This brings up the View Vehicles 


models of all the vehicles in Panze?. 
Information on the View Vehicle 


AAnrlolQ i 




■ MAIN MENU AND RELATED SCREENS 


As you start the game, an introductory cinematic plays. Press the Escape button to exr 
the cinematic, and bring up the Main Menu. The Main Menu is the starting point for 
Panzer Commander, and offers you the following choices: 

Single Scenario 

E This brings up the Scenario Selection screen, where you can choose one of 
40 stand alone scenarios. You can command a German, Soviet, American 
or British tank. For more information, see the Playing a Single Scenario 
section starting on page 19. 

Career Menu 

H This brings up the Career Selection screen, from which you can choose to 
play through the career of either a Soviet or German tank unit. There are 
six different campaign games available. For more information, see the 
Playing a Campaign section starting on page 21. 

Options 

This brings up the Options Menu, from which you can alter various sound 
and display settings, set the level of realism, see the credits, or configure 
input devices. For more information, see the Game Options section starting 
on page 24. 


Single Scenario 


Quit Game 


Career Menu 


Play Multiplayer View Vehicles 
Game 


This brings up a series of screens uu s 
player game over the internet or a . oca. 
on setting up multiplayer games :an > 
Game section starting on page 32. 


_ t Panzer Commander 

The Quit button is located at the 1: w er-: 
Clicking this button brings up the T r - 
screen is a button that, if press-: - : 
right is a button that returns you : - 





















PLAYING A SINGLE SCENARIO: Choosing a Scenario 


PLAYING A SINULr 


■ PLAYING A SINGLE SCENARIO 

While you want to play one or all of the campaigns to get the most out of P.vca 
Commander, we have also provided 40 stand alone for those moments when you 
a “quick fix.” These scenarios put you in the commanders cupola of German, Sovad 
American or British tanks and many are based on historical tank battles. 

Choosing a Scenario 



German 

Scenario 


Return to 
main menu 


Soviet Scenario American Scenario British Scenario 


Play selected scenario 


To play a scenario, click on the Single Scenario button on the Main Menu display 
The Scenario screen appears with buttons at the bottom displaying the symbols for 
the German, Soviet, American or British scenario categories and a list of scenarios at 
center screen. 

The category buttons allow you to choose which army you wish to fight for. When you 
click on a country, a different list of scenarios appears in the list box. To choose a sce¬ 
nario, select one from the list and click on the “check mark” button in the lower-right 
corner of the screen. You may have to scroll down through the list box to see all of the 
scenarios. Windows-style scroll bars allow you to do this. 

After clicking on the “check mark” a description of the scenario appears along with the 
type of tank you are commanding, and your crew rating. If you want to play the sce¬ 
nario, click on the “check mark” button again to enter the simulator, otherwise, click 
on the “X” button to return to the Scenario screen. If you decide you don’t want to play 
a scenario, click on the Main Menu button on the lower-right corner of the Scenario 
screen to return to the Main Menu. See Simulation Concepts starting on page 40 for 
detailed information about controlling your tanks and playing the game. 



■tfnf : scenario 

■i m : ' se to end a scenario at any tine : 
BiiVfi : - ~ 3 .no screen appears, at the b:": “ 


■ mini . > -mario in Progress 



I his returns you to the Simula::•: n 
ton allows you to use the Escape - 


mi.. ' enario from Beginning 



This restarts up the scenario No: 
-rases any victory points you have j 


im % nario and Save the Results 




This ends the current scenar. a 
screen. This function is particulars 
you to end a scenario and go :r 
enough points for a minor vie:: r 
the minimum number of points :: r 
replay the scenario and win in me: 


i: Scenario 

This exits the current scenari: an : 
saving your results. 

When you are done playing the soe 
which shows you how well y: u u 
ru to the Main Menu. 

\ - mat playing scenarios in this way c :es 
:o start a new campaign or return t a : 
: ; ns described on the following pages 






















- -• ''Cenario 


PLAYING A SINGLE SCENARIO: Ending a Scenario 


mpaigns to get the most out of Pm : 
Li °ne tor those moments when you J 
nmmander’s cupola of German, S: f 
on historical tank battles. 



Return to 
main menu 


Play selected scenario 


*-^tron on the Main Menu display 
re bottom displaying the symbols for 
- - categories and a list of scenarios a: 

army you wish to fight for. When you 
pears in the list box. To choose a sce- 
--^ck mark button in the lower-right 
m through the list box to see all of the 

o do this. 

:: the scenario appears along with the 
rating. If you want to play the sce- 
rr.:er the simulator, otherwise, click 
you decide you don’t want to play 
:e lower-right corner of the Scenario 
• - . Concepts starting on page 40 for 
> and playing the game. 


i > *nario 

rr Sr :o end a scenario at any time during play by pressing the Escape key. 
- ■ iri j screen appears, at the bottom of which are four buttons. 

S - nario in Progress 

7:_s returns you to the simulation, exactly where you exited it. This func- 
: : a allows you to use the Escape key as a Pause button. 


- e nario from Beginning 

This restarts up the scenario. Note that choosing to restart a scenario 
r rases any victory points you have accumulated in the scenario so far. 

In > rario and Save the Results 

B This ends the current scenario and brings up the Mission Evaluation 
screen. This function is particularly useful during campaign play, allowing 
vou to end a scenario and go on to the next, once you have garnered 
enough points for a minor victory. However, if you end the scenario before 
4 ir z the minimum number of points for a minor victory, you lose the scenario, 
ioik r. _sr replay the scenario and win in order to progress in the campaign. 

. m venario 

This exits the current scenario and returns you to the Main Menu, without 
saving your results. 

When you are done playing the scenario, an Evaluation screen is displayed 
which shows you how well you did. From there, a button allows you to 
m to the Main Menu. 

- mat playing scenarios in this way does not affect your campaign record. If you 
i sn to start a new campaign or return to a campaign in progress, use the campaign 
;: ns described on the following pages. 


























——PLAYING A CAMPAIGN: Loading a Career, or. Starting a New Campaign _1 

■ PLAYING A CAMPAIGN 

Panzer Commander provides a number of options for campaign pjay which put yc J 
command of a German or Soviet tank platoon. The campaigns are based in pan n 
actual unit histories and take place in all of the major areas of operations in EurcqJ 
Russia and North Africa. A detailed history of the real life careers of these platoon ji 
available as an electronic document, named HISTORY.PDF located on your game CD in n 
main directory. For help accessing this Adobe Acrobat File, see the Electr?rJ 
Documentation section on page 3. 

Loading a Career or Starting a New Campaign 



Return to 
Main Menu 


German Campaigns Soviet Campaigns 


Play Selected Campaign 


To begin a new campaign or return to an existing campaign, click on the Career Menu but- I 
ton located on the Main Menu. This brings up the Career screen. Select either German I 
or Soviet armies using the two buttons at the lower-left corner. Choose the unit you wish I 
to fight as from the options at center screen and click on the “check mark” button. 

If you have previously started one or more careers as this division, they now appear 
in a list located at center screen. If you wish to resume one of these careers, choose 
one from the list and click on the “check mark” button. 

If you want to start a new career, click on the button in the lower-left corner of the 
screen labeled New Career which displays the Recruitment screen. This contains a brief 
description of the unit and provides a text box into which you must type the name you 
wish to use as commander of the platoon. When you have typed in that name, click on 
the “check mark” button to begin your new campaign. 

Once you begin a new career or load an existing career, briefing information for this 
area of operation is provided to set the stage for the next series of missions. You can 
proceed by clicking the “check mark” button. This brings up the Briefing Menu. 


PLAYING A CAM; 


■nr €dM,jaign Briefing Menu 



uttons can be found at the b 
ur platoon’s progress in the 
<■■2 i description of the next mission sceran 
■ ; - 5 mission and enter the simulator ry : 

playing a mission, see the so non Sim 

1 you have finished the mission, an ev a.n 
1 rz it. :e is evaluated and you are shown h w 
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r i ss. This information is recorded anc : 
i you can review using the Service Re:::: 
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diately replay the scenario. e\ 

: ay a mission, the new statistics replace ± 
e record is adjusted accordingly. N 
Z'i a: any time using the Escape key S 
- -non. Descriptions of the Briefing Menu nun . 

: utoon Info 

:k this button to display the current crew n 

H toon. This is in tabular form wnere 
while each member of each crew . 
members are Commander. Driver, 
tanks have stations for dedicater m 
: t tracked individually for your tanks. 
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Quit and 
return to 
Main Menu 


-:ea of Campaign 
^rations Map Map 


Play Next 
Scenario 


v Start Simulation 


Return to 
Main Menu 


: : - found at the bottom of the Briefing Menu, which allow you to 

_r ? ::ogress in the campaign, your career and your crew’s experi- 

.jtl * : ie next mission scenario appears as a default. You can proceed 

w c izd enter the simulator by clicking the “check mark” button. For 
mm- i mission, see the section Simulation Concepts starting on page 40. 


Campaign 

:~‘Paign, click on the Career Mg- nB 
-reer screen. Select either Cfo-I 

-°nthe check mark” button 
£ sthis division, they now apn— 
one of these careers, ch3 

-•’jn the lower-left corner off* 

-e« screen. This contains a hr? 

-atn U a USttyPethename v ; 

typed in that name, dick on 

-r bnefmg information for this 
U senes °f missions. You can 
S s up the Briefing Menu. 


- Lrshed the mission, an evaluation screen appears where your per- 
: _ ited and you are shown how well you did, including details about the 
i-ik ; cjectives achieved and whether this is a major victory, minor victory 
Hg. - information is recorded and becomes part of your career statistics, 
zz review using the Service Record option described below. 

acpy with your performance in a particular mission, you have the option 

.. . z replay the scenario, even if you were killed in that mission. When you 

—ant . - Aon, the new statistics replace those of your previous attempts and your 

C,.d - -a is adjusted accordingly. Note that you can end the scenario you are play- 

Cp me using the Escape key. See Ending a Scenario on page 20 for more infor- 

j:ii a.r : -fcriptions of the Briefing Menu buttons follow: 

Info 

button to display the current crew standings of every member of your pla¬ 
toon. This is in tabular form where each tank crew is listed down the table 
while each member of each crew is listed across. From left to right the crew 
members are Commander, Driver, Gunner and Loader. Although many 
tanks have stations for dedicated machine gunners, not all do and these are 
racked individually for your tanks. 
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PLAYING A CAMPAIGN: The Campaign Briefing Menu 


Each crew member has an individual entry in the table which contains a nun 
stars which correspond to that crew member’s experience level. At theJjegnonJ 
your career, these crew members have only one or two stars, indicating that tbs 
pretty green troops. It is up to you to make sure they survive long enough to gain 
rience. As they do, the number of stars for each increases. 


Occasionally some of your crew members are killed in battle. When this happens i 
are given replacements who are most likely inexperienced and you are going t: 
to bring them up to speed. Naturally, it is in your best interests to keep your ex; 
enced crew members alive. 


Service Record 



When you click this button your service record is displayed. This 
contains statistics regarding your battle performance, including major 
minor victories, number of kills and number of tanks killed. It also dispki 
any medals you have received for outstanding performance. 


Campaign Map 

This button displays a large scale map of the European theater which hin- 
lights all of the areas of operation in which your unit has fought thus far u 
your career. As the war continues, the number of highlights grows as yc _r 
unit is moved to different areas of operation. You can return to an area ; 



operation by clicking on its highlight on the Campaign Map. This displays the Area 1 
Operations map for that area. 



Area of Operations Map 

Clicking this button displays a more detailed map showing the general area 
in which your unit has fought. On this map are a series of highlights tha* 
show the location of every mission scenario you have played in this area. 



Play Next Scenario 



If you have been playing earlier scenarios chosen from the Area of 
Operations, this button returns you to the latest mission scenario in your 
career. The briefing screen for that mission is displayed and you can launch 
that mission from there. 


_ 
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3D Sound Effects 
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jAME OPTIONS: Sound Effects and Music 


of settings which can be used to tune the behaV- 

HS aMMANDER. 




■1 





Return to 

_____ - Main Menu 

/ m 

jit- ; -- Configure Configure Level of Combat ' 3D 

I mls : Keyboard Joystick Detail Realism Acceleration 

r Menu, select the Options button from the Main Menu. The row of 
.: : .-us at the bottom of the screen presents a number of categories of 
_ ran choose to adjust. We deal with each category separately in the 

r WOMBS. 

’ \. - option presents the names of all the hard-working folks who brought 
■j p.^zER Commander. Click on the “X” button in the lower-right corner of 
roe screen to return to the Main Menu. 

Effects and Music 

This group of controls allows you to make general changes to the audio set¬ 
tings” Click on the “checkmark” button to save your changes and return to 
the Options Menu screen. Click on the “X” button to exit the Sound and 
Music screen without saving your changes. 


»usi Volume 

* - _ ier allows you to adjust the playback volume of music in the game. Moving the 

j .. - - the right increases the volume while moving it to the left decreases the volume. 


- _.-.d Effects Volume 

-_s slider allows you to adjust the playback volume of sound effects. 

. Sound Effects 

s check box is used to enable or disable 3D sound effects. Note that many audio 
-ds don’t provide 3D sound processing, forcing your computer’s CPU to do the work. 
This may result in slow performance on some machines. Disabling 3D sound may 
Doost your performance somewhat. 




























GAME OPTIONS: Configure Keyboard Commands 


GAME 



Configure Keyboard Commands 

This settings screen allows you to change the way simulator commands 
mapped to keys on your keyboard. While we have attempted to con- 
with a reasonable command set, you may find that you prefer t: 
different keys for some commands. To display the keyboard settings. 
on the Configure Keyboard button at the bottom of the Options screen. 

A list of commands with their associated keys is displayed at center screen. Note -Jan 1 
the list is too large to be displayed fully, so you may have to use the scroll bar :: 
right of the command list to scroll some of the commands into view. To change a l* 
command, select the command you would like to change using the mouse, then p r-a-, 
the key on your keyboard which you would like to use to activate that command. TLacM 
all there is to it. 

If the key you have chosen is already being used for a different command, then t i I 
need to either choose a different key or change the other command to use a differed 
key. If there is such a conflict, the keys which conflict are shown in red until the <xad 
flict is resolved. If you exit this screen while a key conflict exists, the default commanr 
is used when that key is pressed. 

Configure Joystick 

Clicking the Configure Joystick button on the Options screen displays the cur¬ 
rent list of joystick settings. These are changed in a similar fashion as the 
keyboard mappings. A list of commands is displayed along with their cur¬ 
rent joystick button assignment, if any. To assign a joystick button to the : 
command, select the command with the mouse, then press the button on your joystici 
to which you would like to assign this command. Note that if the joystick button was 
previously assigned a different command, that command no longer has a correspond¬ 
ing joystick button. 

Thrustmaster and CH joysticks are fully supported by Panzer Commander. 
For information about configuring other types of joysticks to work with this game, 
see Using a Joystick in Panzer Commander on page 5. Joystick input can disrupt 
keyboard play. If your joystick is not compatible with Panzer Commander, or you prefer 
using the keyboard alone, you can disable the joystick by unplugging it from your com¬ 
puter. Also, pressing the Spacebar for a joystick command sets it to disabled. 

Level of Detail Settings 

This group of controls allows changes to the general visual details and 
affects the performance of the simulator in both Software Rendering mode 
|gji| and in 3D Accelerator mode. Although Panzer Commander has been tuned 
to get the best possible performance, you may experience reduced frame 
rates on slower machines. If you are experiencing slow performance in the simulator, 
you can make adjustments here which improve the situation — at the expense of some 
visual realism. 
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GAME OPTIONS: Level of Detail Settings 


Cancel changes 
and return to 
Options Menu 


* - old 




return to Options Menu 


iiiEitr “ n at the bottom of the Options Menu to bring up the Detail 
: - - here you can adjust the level of detail by selecting one of the 
: ~om of the screen. Low turns most of the detail settings off for 
-. - - display, Medium turns some on, but leaves others off to form a 
: is. z appearance, while High turns all of the detail settings on, for the 
0 * - - —uohics, but possibly reducing the speed of the game. You can also 
X ; n or off individually, to tailor the game to your visual preferences. 


: i - a_ iws you to control the apparent distance at which simulator graph- 
- r-re mapping. The farther to the right the slider bar is positioned, the 
advance at which texture mapping is employed. You can improve the per- 

fr -. ■. -_-.e simulator by sliding the bar to the left using your mouse. This reduces 

CI m s : : terrain and the number of objects that are texture-mapped, increasing 
and smoothing simulator performance. This is most effective in the soft- 
: - -if engine, but also improves performance on slower 3D accelerators. 


it- 2 on Threshold 

■MKE3 ■’mander uses object models of varying detail levels to improve rendering 
fcr — ance. Objects that are closer tend to employ the more detailed, “high polygon” 
i, - while objects that are farther away are rendered with less detail. This setting 
£|i si : a to control the distance at which low-detail models are substituted. You can 
t - . performance by moving the slider bar to the left. This reduces the distance at 

-- . jw-detail models are substituted, resulting in fewer high-detail models being 
... ; Lr .d improving performance. This can have a big impact on both software and 
I; -» celerated rendering engines. 

» -spective Threshold 

- -ipective correction is a technique which enhances the quality of texture mapped 

- iges. When not employed, the texture mapped images tend to warp disconcerting- 
Vnfortunately, perspective correction is an expensive process for the software ren¬ 
der to perform and may cause slow performance on some computers. This slider 

i-justs the distance up to which perspective correction is employed. By sliding this bar 
V J the left, less terrain and fewer objects employ this technique and performance 
improves. This setting only works with the software Tenderer. 






























GAME OPTIONS: Level of Detail Settings 


GAME OPTH-- 


Physics Threshold 

Panzer Commander employs some of the most advanced ground vehicle physics ^ 
able in a computer game. Unfortunately, the calculations required to portray this - 
of realism can be expensive. To improve performance, the simulator substitutes a J 
accurate physics model for objects at a greater distance. This slider allows y _ J 
adjust the distance at which the low-accuracy model is substituted. By sliding this :jl 
to the left, the low-accuracy model is used sooner and performance improves, whr' 
you are using the software Tenderer or a 3D accelerator. 


Simulation Window Size 

In general, the more pixels that have to be rendered, the poorer your simulator p 
formance. This slider allows you to regulate the size of the window being rendered 
external views. By sliding the bar to the left, you can reduce the window size - 
improve simulator performance. This is more effective for the software Tenderer sb> 
3D accelerators tend to be more efficient at filling in pixels. 


Maximum View Distance 

The rendering engine employed in Panzer Commander only draws objects out to a cer¬ 
tain distance from the view point, allowing it to avoid drawing objects which are real¬ 
ly far away, thus improving performance. This slider allows you to adjust the distant 
beyond which no rendering occurs. We suggest using this setting only in extreme cir¬ 
cumstances as reducing the view distance may make it difficult to achieve the tactics 
goals of some missions. 


Sky Texture 

This check box allows you to turn the sky texture on or off. Generally, turning it of! 
improves performance, especially in the software renderer 


Particle Effects 


This feature improves the display of explosions. You may see a slight performance 
improvement if it is disabled. 


Real Physics 

This check box allows you to disable the advanced physics, forcing the simulator 
to always use the low-accuracy physics calculations. You may find that it is sufficient 
to use the Physics Threshold setting described above, rather than disabling accurate 
physics completely. 


Smoke and Dust 

You can use this check box to disable smoke and dust effects, which can improve per¬ 
formance slightly in some situations. 


Tread Tracks 

Turning this check box off disables the tracks left by tank treads in the simulator for a 
slight performance improvement. 


Hi 1Forest 
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: - rformance improvement in seer.ur 
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ig Simulation Realism Settings 
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GAME OPTIONS: Adjusting Simulation Realism Settings 


advanced ground vehicle physics b 
filiations required to portray this I 
~ance, the simulator substitutes i 
distance. This slider allows *. :*t 
D °del is substituted. By sliding this 
- r an d performance improves, wh- 
celerator. 


:^red, the poorer your simulator j, 
SL2e of the window being rendere: 

^:u can reduce the window size 
Fective for the software renderer szaaj 
ig in pixels. 


iiilrau r orest 

i box off to reduce the detail level at which forests are rendered for a 
win:: ; - r omance improvement in scenarios where forests are employed. 

I Fiares ts 

3 H - - x box off disables the appearance of trees in the center of a forest; leaving 
if Tres. and speeding up performance in scenarios where forests are employed. 

r Simulation Realism Settings 

Panzer Commander allows you to adjust several realism factors that can 
make the game easier or more difficult to play. By default, these are set to 
allow a moderate level of play. Please note that if you turn all of these real¬ 
ism settings off the game can be very difficult to play. Real World War II 
m | . -Tre was no picnic and in many cases survival rates for tankers was very low. 

iimiB 1 1 - been warned. 
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:ceci Physics, forcing the simulator 
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: ve. rather than disabling accurate 


:ust effects, which can improve per- 


;• tank treads in the simulator for a 


' t Combat Realism screen presents a number of check boxes which allow you to 
;.~ge the settings which affect simulation realism. Use the Combat Realism button at the 
: uom of the Options Menu to bring up the Combat Realism screen. From here you 
i- adjust the level of difficulty of play by selecting one of the three buttons at the bot- 
- of the screen. Recruit turns most of the realism settings on for easy play. Commander 
_-ns some off, but leaves others on to create a moderate challenge, while Ace turns all 
• -jje realism settings off, for a tremendous challenge. You can also turn each setting 
n or off individually, to tailor your playing preferences. 

\ ulnerability 

This setting can render your tanks invulnerable to enemy fire, allowing you to wade 
into any situation and wreak maximum carnage. 0% is invulnerable, 100% is realistic. 
By default this is at 100%. 























GAME OPTIONS: Adjusting Simulation Realism Settings 


Unlimited Ammo 

This setting provides all guns on your tank with unlimited ammunition. By defaul: : 
setting is off. You may wish to turn it on during the early learning stages since you i 
to use more ammunition. 


Unlimited Fuel 

Turning this on allows you to drive your tank without the fear of running out of & 
Most of the time you have sufficient fuel to complete your mission, but this mav : 
always be the case. If you’re running out of fuel you can turn this on to remedy the j 
uation. By default this setting is off. 


Enhanced Rate of Fire 


Turning this on maximizes the stats for your loader, making him as efficient as po 
ble. You may want to turn this on for your early missions as it gives you a better i 
of fire. By default this is off. 


Enhanced Gun Traversal 

This setting allows you speed up the movement of the main gun. When this setting s 
off, the gun has a slower, more realistic traversal time. By default this is off. 


Extended Gun Elevation 

This setting grants your Main Gun a greater range of vertical movement. By defaiic 
this is off. 


Invulnerable Cupola 

When you are using the unbuttoned cupola view, the binocular view and the externa, 
view, it is assumed that your commander’s head is poking out of the cupola hatch. This 
is a vulnerable position to be in if you are under fire and can result in the injury o: 
death of your character. This option allows you to disable the vulnerability of your 
character when using one of these views. By default this is on; disable it at your peril! 


Chase View Allowed 

Real World War II tanks didn’t come equipped with an external camera view. By 
default, Panzer Commander allows you to use this view (FI) to survey your tank and the 
surrounding terrain. Turning this setting off disables that ability. 


Intelligence Map On 

Inside the Commander’s cupola there is a map display that shows you the surround¬ 
ing terrain, including roads and rivers, the positions of all of your tanks and the way 
points assigned to you for this mission. Enabling this setting causes enemy unit posi¬ 
tions to be displayed on the map as well. By default, this setting is disabled. 


Extra Tank Upgrades 

In career mode, you are occasionally offered the chance to upgrade to a more 
advanced tank for a particular scenario if you are doing well. If you turn this option 
off, you are never offered the upgrade and you receive new tanks only at the pre¬ 
scheduled times. By default, this setting is enabled. 
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GAME OPTIONS: 3D Accelerator Settings 


■ - 1 unlimited ammunition. By defa: 
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k without the fear of running ou: c 
- - mplete your mission, but this ma j 
■ you can turn this on to remec 


- o ader. making him as efficient as p 

- missions as it gives you a better 


t 

■k ; lil be used to improve the top speed of some tanks. This is particularly 
- British infantry tanks like the Matilda, Valentine and Churchill, which 
wsn w top speed. By default this setting is disabled. 

I Overheat 

engine from overheating even under great stress. By default this is off. 

rw -a tor Settings 

7rese settings are particular to 3D accelerators and do not affect 
r software renderer. Note that some accelerators do not support the fea- 
rjres described here, so altering these settings may not affect the behavior 
your accelerator. We recommend checking your 3D accelerator 
•:;:m if you have any questions about whether or not your card supports 
m itcuiir feature. 
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- - setting is disabled. 
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ture Smoothing 

- setting enables continuous smooth shading for texture-mapped objects. Note that 
tonly affects those objects which are intended to be smooth - most particularly it 
ts the way the terrain is rendered. We’ve found that disabling this doesn t affect 
performance of most accelerators that much, but your mileage may vary. 

\ture Filtering 

~his feature is used to improve the rendering of texture-mapped objects. When filter- 
-g is on, texture maps look less “chunky” but appear a bit blurry to some people. 
- me accelerator cards exact a significant performance penalty for filtering, so you 
-.ay get a decent performance boost by turning this off. 









































GAME OPTIONS: 3D Accelerator Settings 


PLAYING A MULTIPLY: r ? 1 


Sub Pixel Filtering 

This technique is used to improve the accuracy of the texture mapping process 
can, like filtering, cause some loss of performance. This check box allows y : 
disable Subpixel Correction. 


Alpha Blending 

This feature allows some types of transparency and translucency effects. These i 
used in Panzer Commander for shadows, dust and the like. Disabling this may give 
a slight performance improvement on some 3D accelerators. 


Fog Effects 

Atmospheric effects are one of the most interesting capabilities of current 3D accej^i] 
ators and can significantly enhance the visual experience. Unfortunately, it can lsJ 
slow performance on some video cards. Disabling this feature may improve pen: ’- 
mance on your accelerator. 


Dithering 

Most 3D accelerators operate most efficiently with a 16-bit display. Unfortunately, th± 
isn’t sufficient color resolution to prevent banding and other artifacts for certain types 
of imagery. Dithering improves the quality of such imagery at some cost in perf: i 
mance. Turning dithering off may improve the performance of your 3D accelerator. 



Palettized Textures 


The rendering engine in Panzer Commander attempts to conserve video RAM by stor¬ 
ing texture maps in an 8-bit format, if the video card supports this. This can improv- 
performance by reducing the number of textures that need to be moved onto the can: 
for each video frame. Unfortunately, this format can itself cause performance problem: 
on some video cards. Turning this off disables the use of 8-bit textures and ma; 
improve performance on some older 3D accelerators. 


Color Key Textures 

This is less of a performance setting than a visual accuracy setting. Some accelera¬ 
tors support the ability to render texture maps using a color key to mask off certain 
areas of the texture. Panzer Commander uses this feature to render puffs of smoke 
and other imagery with irregular edges. Unfortunately, some drivers erroneously 
report this ability when in fact it is not supported. If you see imagery in the simulator 
with black, squared-off edges (smoke for example) then disabling this setting may 
correct the problem. 
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. rmance of your 3D accelerator. 


‘-s to conserve video RAM by star¬ 
'd supports this. This can improv - 
at ne ed to be moved onto the car: 


WING a multiplayer game 


Pa I jmmander allows multiple player missions to be played over a local area net- 

I , n._<ing the IPX or TCP/IP protocols or over the Internet using TCP/IP. Some of the 

■ a: ;rs feature head-to-head play while others involve cooperative play to achieve 

i ■ r. mission goals. 

[| Commander uses Microsoft’s DirectPlay technology for its network support. You 
l*-_r :o make sure that your network adapters and drivers are compatible with 
! ] --.tPlay. Most are, so this won’t normally be a problem. 
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accuracy setting. Some accelera- 
•? a color key to mask off certain 
:-arore to render puffs of smoke 


- cork Protocol Selection 

- : rk Protocols are the “languages” that computers use to communicate with each 
- - - Panzer Commander supports the IPX and TCP/IP network protocols. IPX is a pro- 

commonly used for local area networks, while TCP/IP is the protocol used by 
-outers linked to the Internet. While you can play Panzer Commander over the 
■ -met, we can’t guarantee good performance, due to network speed and latency 
;es. See Network Troubleshooting on page 37 for more information. 


‘.itely. some drivers erroneously 
'you see imagery in the simulator 
tiien disabling this setting may 


_ first want to make sure that the network settings on all of your computers are con- 
’ -ured to use the IPX or TCP/IP protocols. If you already have a working Internet con- 
■ -non and you want to play Panzer Commander over the Internet, you can probably 
■up the next section which simply tells you how to verify the presence of a compati- 


: t network protocol on your computer. 


■ erifying the Presence of IPX or TCP/IP 

v 0 find ou t if your computer’s network is configured correctly for Panzer Commander, 
pen your Network Control Panel from your Windows 95 Control Panels folder. If you’re not 
rare how to do this, we recommend reading your Windows 95 manual or using the 
• indows 95 Help feature for information regarding network configuration and the 
Network Control Panel. You want to have a good understanding of network issues 
before attempting to set up a multiplayer game. 
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In the Configuration tab of the Network Control Panel 
there is a box with a list of network components. 
Scroll down the list looking for IPX or TCP/IP proto¬ 
col components. For IPX, you should see something 
like one or both of the following: 


Add, 


' -i 


Piroay Melwoik j,ogorc 


t | Client fa NetWaie Networks 


file and Pml Shamg 


IPX/SPX-compatible protocol -> [your brand] Ethernet Adapter 
IPX/SPX-compatible protocol -> Dial-Up Adapter 

For TCP/IP protocol, you should see something like 
one or both of the following: 

TCP/IP protocol -> [your brand] Ethernet Adapter 
TCP/IP protocol -> Dial-Up Adapter 

If you connect to your network through a modem using the Dial-Up Adaj* 
you can still play Panzer Commander multiplayer games as if you were conne 


Conf.gurat.on } identification j Access Condo! j 
The following network, components are insisted 


IP Dial-Up Adapter 

T IFWSPX-compatible Protocol •> Xom Fast E r* 
l T TCP/IP •> 3Com Fast EtherLink XL 10/1 OOMt Eh 
T TCP/IP ->AOL Adapter 
> T TCP/IP •> Dial-Up Adapter 

Ui J 


locally. However, there may be some performance degradation due to the slo? 
nature of modems. 


If you don’t see any of these components in the component list, you need to add at lei 
one of them to your network configuration before you can host or join a multipiE • 
game. Consult your Windows 95 documentation for the proper procedures. 


Which Protocol Should You Use? 

Obviously, if only one of the compatible protocols is present, that is the one >:■: 
have to use. If you’re playing over the Internet, TCP/IP is your only choice. If you> 
playing over a local network, however, IPX makes it a little easier to set up your gam-; 
so you may want to use that if you have a choice. On the other hand, Panzer Commands | 
works fine over a local network using TCP/IP. Ultimately, if you have a choir- 
you should choose the one that works best for you, though determining this ma; 
require some experimentation. 


Setting up a Multiplayer Game 

In every multiplayer game one computer is designated to be the host. This is simp, 
the computer that starts the game and serves as the central “switchboard” for netwon 
messages, also known as “packets.” 


It is important to choose the right computer to be the host. The best candidates are 
those computers with the best network connections or the best performance. For 
example, if you’re playing over the Internet and one computer has an ISDN connectior. 
while the others connect through modems, the one with the ISDN connection would be 
the best choice to be the host since it probably has faster access to the Internet. On the 
other hand, if all computers are connected to a local area network, you should proba¬ 
bly choose the fastest computer to be the host. 


If you’re connecting through the Internet or other TCP/IP network, Windows 95 comes 
with a command-line program called Ping which allows you to test network perfor¬ 
mance between any two computers. See the section on Network Troubleshooting on 
page 36 for information about how to use this. 
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: T > our Multiplayer Session 

- x* j options for taking part in a multiplayer game: you can create a new 
- * came with your computer as the host, or you can join in an existing 
z z hosted on someone else’s computer. Panzer Commander also provides 
Lmi i “ :hat room” feature, which allows you to communicate with other players 
pap ~rssages to them. See the section Using the Chat Feature on page 36 for 
pi n: .-nation. 

... - moose the Multiplayer option from the Main Menu. This brings up the 


m Configuration screen, which takes you through a series of dialogs designed 
c : _ get your multiplayer game going. 


: ay game via 
: : V connection 


p ay game via 
connection 



Return to main menu 


fist thing you are asked to do is provide your player name. This is the name asso- 
x : with you in the context of the game. Type something in the text box at center 
* - - which uniquely identifies you among the other players. If all else fails, your real 
g. - - should work just fine. Panzer Commander remembers this name so that you won’t 
1 . - to type it in the next time you host or join a multiplayer session. 

% - you must choose a network protocol for your game. Two buttons appear at the 
c -r-left of the screen. One is labeled IPX while the other is labeled TCP/IP. Click one to 
; se the protocol you want to use. 
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mm If you choose IPX protocol, you aren’t asked to enter an address of any 
Pn kind. IPX is primarily a local network protocol and Panzer Commander 
knows how to find other games on the local network. 


TCP/IP 

If you choose TCP/IP you are asked to enter an “IP” address. The address 
is a four-part number which uniquely identifies a remote computer on 
the Internet. This allows you to specify the address of a remote computer 
which serves as the host for a game you want to join. If you 
■enter an address then click on the “check mark” button, Panzer Commander looks 
for a game or a chat session hosted on that computer and, if it finds one, it is listed 
in the Session screen. 
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You can also choose to leave the address blank. When you click on the “check : 
button, Panzer Commander looks for a list of games and chat sessions on the loc^ ‘ 
net”, which is the part of the Internet “closest” to your computer - usually al 
computers connected to your Internet provider. This works well if all of the people | 
wish to play with are connected to the same Internet provider. This also yields the 1 
performance for your game since messages are routed over the shortest possible i 
tance. You also want to leave the address blank if you want to host the game on; 
computer. More about hosting a little later. 


Joining an Existing Game or Chat Session 

The next screen you see is the Session screen, which contains a two-part list, 
top part shows the Panzer Commander games and chat sessions currently operatini on 
the network, if any. When you select a game or a chat session using the m:. 
the bottom part of the list shows all of the players currently involved with that j 
or chat session. 


Currently Operating 
Sessions 


Players Involved in 
Selected Session 


Host New 
Multi-player Game 


Host New Chatroom 



Start Session 


Cancel and Return 
to Main Menu 


If you wish to join a game or chat session in progress, choose one from this k> 
by clicking on it with your mouse. Once selected, click on the “check mark” butte: 
at the bottom of the screen to join. If this is a chat session, the chat screen comer 
up. If this is a multiplayer game session this launches the simulator and you joiz 
the battle in progress. 
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.*1* nesting a new game, a nst o» 

- ^ f privilege to determine me n 
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Hosting a New Game or Chat Session 

If you decide to host a new game or chat session on your computer, click either the Hos: 
New Chat Session or the Host New Game button at the lower-left corner of the Session screen 
A text box appears which requires you to enter a name for the game or chat session 
you are hosting. This is the name which appears in the Session screen for the other 
players when they look for a game or chat session to join. Try to pick a name for your 
session which isn’t currently being used - this makes it easier for other players to find 
your game or chat session. Click on the “check mark” button when you are finished 
entering your session name. 
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nt-Game Chat 
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If you have chosen to host a chat session, the Chat Room screen appears and you can 
begin trading chat messages with other players. See the section below on Using the 
Chat Feature for more information. 
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Start Sessor 


Cancel a - -: : i®j 7 
to Main Vf?- L 


rizir. a list of multiplayer mission scenarios appears. 
iT'rrmine the mission scenario in which the players do 
11* : -■ _s:ng the mouse and click on the “check mark” button. 

ur game, all of the mission data is transmitted to their 
n which can cause some delays, especially on modem- 
■ «- r this allows you to create your own multiplayer scenarios 
• : : without worrying about how the data is transmitted to 


is provided to allow you and the other players to “rendez- 
mrnri :. thout the need for phone calls or other “low tech” forms 


Send Message 

Choose Session 


hj.., = >m is pretty simple to operate. A list box appears at the top which con- 
I Cqb * iat messages typed in by all players since you joined. Below this is a text 
Cj u iiich you type any chat messages you want to send. Pressing the Enter key 
■r z on the “check mark” button broadcasts this message to everyone who has 
■ - :hat session. When your chat session is finished, click on the Choose Session 
i: the bottom to return to the Session screen. 

iiih- juk Chat 

i: curing gameplay, you must be in the F4 screen. Messages from other players 
m ,,at the bottom of the screen above the Status Bar. To send a message, press 
: e r type your message, and press Enter again. Your message is sent to all players. 
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Network Troubleshooting 

Multiplayer games can be tricky to set up due to the vagaries of local area 
and the Internet. This section provides some information to help you solve it ■ ; 
lems you may encounter in setting up a multiplayer game in Panzer Comman: * 


Connection Problems 

If you’re not seeing game sessions in Panzer Commander, there is most likely »: n 


of network configuration problem. Review your network configuration as de: 
the section titled Verifying the Presence of IPX or TCP/IP on page 32 to make 5 _ 
one of these protocols is installed correctly on your computer. Make sure that th- 
you are trying to join is using the same protocol you are. If you are hosting a 
yourself, make sure everyone who may want to join knows which protocol to 




There may also be a problem with your physical connection. If you are using a 
area network, one way to verify your connection is to activate Windows 9: 
Sharing on one computer and see if it is visible in the Network Neighborhood window : : 
others. Consult your Windows 95 documentation if you aren’t sure how to do tbs 


If you are playing over the Internet, the best way to verify your connection is i: 
your web browser and make sure that it is working properly. If you are on a 1 
connection to the Internet, we recommend activating your connection before lac 
ing Panzer Commander. This avoids any unpleasant trips to the dialer window i 
the middle of the game. 


If you’re trying to play with someone who is on a different subnet - most likely bee 
he uses a different Internet provider than you - chances are one of you has to provi 
his IP address to the other in order to make the connection. You can obtain this info 
mation using a program called WINIPCFG.EXE which is located in your Windows dire 
ry. However, you have to establish your connection before running this or you may : 
get the correct address. 


We don’t recommend playing Panzer Commander over the Internet except with other 
players whose computers are connected to the same Internet provider or to the sain* 
local network as yours for reasons which we outline in the next section. 


Performance Problems 

The smoothness of game play over a network is highly dependent on the performance of 
the network hardware and the amount of traffic it must carry. If at all possible, you shout 
play multiplayer games on a small network that is isolated from outside influences. 


Panzer Commander is a real time simulation game which generates a modest, but con¬ 
tinuous amount of network traffic. Busy networks slow the flow of game data between 
different computers, resulting in poor responsiveness. If you are playing on a busy 
local network, your only choice is to isolate those computers on which you want to 
play. For a variety of reasons this may not be possible. Play only when network traffic 
is low. In a company environment you may want to play at lunchtime or after every¬ 
one else has gone home. 
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VIEWING VEHICLE MODELS 


I VIEWING VEHICLE MODELS 


View Soviet 
Vehicles 


View German 
Vehicles 



View Stats 


View American ^ view British Cycle Through Cycle Through— Rotate View 


Vehicles vehicles Tamoflauge y Vehicles" 


Panzer Commander allows you to review the vehicles of all the major powers 
trayed in the game. You may want to do this from time to time to brush up c: 
capabilities of your own vehicles and those of your enemies. Knowing the re^ 
strengths and weaknesses of the vehicles you are fighting is one of the keys to \1 
in Panzer Commander. 


Clicking on the View Vehicles button from the Main Menu brings up the View VeL: - 
screen. At the bottom of the screen is a row of buttons that allow you to contrcI I 
vehicle display. The vehicles themselves appear at center screen. 


Choose Vehicle Nationality 



The four buttons on the lower-left allow you to choose the army whose vehicles y: i 
wish to review. You may choose from German, Soviet, American and British forces 


View Vehicle Colors 


To the right of that is a Change Color button which allows you to toggle 
through choices for the coloring of the vehicle. Each vehicle in Panze? 
Commander can have one of three color schemes: base color, camouflage, o: 
whitewash. The base color is the standard all-over color for that army, usu¬ 
ally tan for the Germans and green for everyone else. Camouflage was applied mos: 
often by the Germans but was used by the other forces as well. Whitewash was often 
applied in the winter to make the tank less visible in the snow. 
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View Next or Previous Vehicle 

Next is a pair of arrow buttons which allow you to change which vehicle 
is displayed. When you click on the right-arrow button, you get the 
next vehicle in the order in which it appeared in the war. Thus, as you 
advance through the list you will see vehicles and variants which appeared 
later in the war. Clicking the left-arrow button has the opposite effect and shows 
you earlier vehicles. 



Historical Note: Some tanks of World ■* " 
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i - - arranged in a square allow you to change the angle 
,r is displayed. The left and right triangle buttons 
vi • 'j; ntally around the tank while the top and bottom 
helm r-ase and decrease the view elevation respectively, 
on, ii ; r w of a vehicle, all other vehicles are displayed from 


-J 

TLin 


jiora. the information display. When on, the image of the tank 
i . : valuable statistics for that vehicle are displayed to either 
j -: st important to note the vehicle’s armor ratings, the muz- 
r main gun and its maximum speed. See the section on tank 
• - V. of how to make use of this information. Clicking the button 
- to its larger size and removes the information. 

sing at vehicles, the Main Menu button at the lower-right corner 
■i sums: u to the Main Menu screen. 

iCONCEPTS. 

■ -. me rapid development of tanks and tank combat tactics. Panzer 
1 gate i:".s to accurately reproduce the capabilities of the many varieties of 
; _r.ng this conflict. This section details the operation of the tank and 
me.. --: the interactions between the tank commander and his crew. It also 
m . i operations and tank tactics. 

j ;~:ibon of a World War II tank requires smooth cooperation among the 
« . -; this is the responsibility of the tank’s commander. Panzer Commander 
■ e - interaction among the tank crew and the development of the crew mem- 
_ - during a campaign. If you’re playing in campaign mode, you want to 

Ugtr- o', your crew stays intact because their performance in the simulation is 
:ed by their ability levels. Likewise, as platoon leader you want to keep 
members of your other tanks alive. 

Commander, each tank has a commander, a driver, a loader, a gunner and 
zs.z on model, a bow machine gunner, each with specific responsibilities as 
; vlow. Each crew function except for the loader is associated with a position 
r. which is displayed useful information pertaining to that function. You can 
.mo operate all of the tank’s systems yourself, but you may find that it’s better to 
m i -. vantage of the abilities of your crew members. 

I ricalNote: Some tanks of World War II didn’t actually have the full complement 
r members outlined above. In some cases the commander also served as gunner 
i ader and. occasionally, no bow machine gun was present. For the sake of 
i deity, Panzer Commander assumes that all tanks have at least a commander, 
mrr.er, driver and loader 
















SIMULATION CONCEPTS: Crew Positions 


simulation ::•*» 



Schemar. i 
an M4A3 
Sherman. 


Commander 

The tank commander is responsible for controlling the tank’s operations and con 
nating the efforts of the crew. In addition, the commander is responsible for achie 
the objectives assigned by his superiors. The commander’s cupola screen coc__ 
functions specific to the commander’s tasks and can be brought up with the F4 ke 


Driver 

The driver is responsible for driving the tank as directed by the commander. A skbrJ 


driver better anticipates terrain difficulties and more efficiently guides the v J 
between way points. The driver’s position screen is brought up with the F5 key. 


Gunner 

The gunner’s responsibility is aiming the main gun and delivering the tank’s ordnar a 
to the target. A skilled gunner hits the target more accurately and more quickly lays 
the gun on the target. In addition, most tanks have a machine gun coaxial with 
main gun for which the gunner is also responsible. The gunner’s position screen car 
be displayed using the F6 or F7 key. 


Loader 


The loader is responsible for reloading the main gun between firings. He is als 
responsible for choosing the correct ammunition type as ordered by the commander 
An effective loader is able to reload the main gun more quickly. 


Machine Gunner 

The machine gunner operates the bow machine gun against infantry and other 
designated targets. An effective machine gunner more consistently and efficiently hits 
the targets assigned to it. The bow machine gunner’s position can be displayed using 
the F8 key. 
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- Gun sight view. This is a 5x magnified :f_r 
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SIMULATION CONCEPTS: Changing the View 


r controlling the tank’s operation B 
' the commander is responsible f-r a 
- 7110 commander’s cupola scran 
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' utI - s and more efficiently guide- a* 
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gun and delivering the tank's -a* 
-re accurately and more q- 
na\e a machine gun coaxia’ witt [ 
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- main gun between firings. He is 
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am gun more quickly. 


machine gun against infantry and other 
more consistently and efficiently ha 
- ?~mers position can be displayed usir; 


.mi m. allowed to change the camera view to a number of 
i tp - ' your tank and the other tanks in your platoon. The 
nrf it the different view positions and the keystrokes which 

kH m v - "is view the camera always points towards your tank. This 
mu ®• - at higher realism settings. You can reposition the camera 

iniir ^ n f keystrokes: 

• ~_ :e the camera elevation. 

1 -rise the camera elevation. 

i:e camera clockwise around the tank. 

■—*i . camera counterclockwise around the tank. 

Jhi. . _:ola view, unbuttoned. This is the view you would have from the 
Jamm ' - ;pola with the hatch open and your head sticking out. This makes 
X aari more vulnerable to injury should you come under fire, so you 
iHiimp ' .. how you use it. You can rotate this view to scan the horizon 

iiifi wing keystrokes: 

mm 1 - Pan to the left. Keypad 7 - Pan up. 

m ; - Pan to the right. Keypad 9 - Pan down. 

i - ... : -: s cupola view, with binoculars. This is another view you would have 
r :: - inbuttoned commander’s cupola, except this time you are viewing 
. j- a pair of binoculars which can allow you to see objects farther away. Like 
/ unbuttoned view, this can be panned using the same keystrokes. 

|Lfcnr= Oder’s cupola view, buttoned up. This is the view from the commander’s 
similar to the unbuttoned view, but you are looking through a smaller 
« - slit or periscope. Although your view is more constricted here, your tank 
: t— ^der is safer. Plus from the buttoned up view, you are able to see the com- 
: . :er’s map which gives general terrain features, and your way points for the 
mss: :n. During Multiplayer games, this is where chat occurs. 

r rr's view. This is the view you would have from the driver’s seat. It includes 
f-* of gauges which is discussed in the section, Driving and Basic Navigation, 
fT-ATting on page 43. 

, _ : mner’s view. This view provides access to the basic gunnery functions for the 
ziain gun and the coaxial machine gun, if present. It provides you with an aim- 
_ng reticle and 2.5x magnification for sighting targets and laying the gun. There 
.5 more information about this in the sections Operating the Main Gun on page 
45, and Operating the Coaxial Machine Gun on page 52. 

~ - Gun sight view. This is a 5x magnified gun sight which allows you to better tar¬ 
get more distant objects. The Range Finder is available in this view. See Using the 
Range Finder starting on page 47 for more information. 

- \ _ Bow machine gun view. This view allows you to operate the bow machine gun. 

\ _ This moves the view to the next tank in your platoon. This allows you to see the 
action from the vantage point of any of your platoon members. 
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SIMULATION 




Driving and Basic Navigation 

The tank can be driven from any position using the arrow keys. The ler i 
arrow keys steer the tank and the up and down arrow keys increase and deo— 

throttle respectively. The down arrow also puts the tank into reverse. A bar-“ 

cator in the center of the status bar at the bottom of the screen shows th - 
throttle position. Use the Delete key to engage the brakes. This also reduces -j 
tie setting and places the transmission in neutral. To bring the tank to a cor.: - 
you may have to press the Delete key down several times. 


You can also use a joystick to drive the tank. Pull the stick left and righ; i 
the tank. Push forward on the stick to increase the throttle and pull back on 
to reverse the throttle. 


Speedomete- 
Fuel Gauge 


The F5 View, 
Driver’s View 


I Pressure Ga_:e 


Compass Temperature Gauge 


Pressing the F5 key brings up the driver information display which incorporate i 
number of useful gauges grouped around the driver’s vision slit, and provides you wil 
a view from the “driver’s seat” of your tank. The gauges are: 


Speedometer: This tells you how fast the tank is currently moving. 

Fuel Gauge: This tells you how much fuel you have left. If you run out the scenar* 
ends. In general, the faster you are driving the less efficiently the tank is using fed 
Depending on how far you must travel and how much fuel you have you may have u 
drive more slowly to complete an operation. 


Temperature Gauge: This tells you how hot the engine is running. Most World War E 
tanks were not designed to be run flat out for long periods of time. If you do so, your 
engine may overheat - especially in desert scenarios. If this happens your engine shuts 
down and the scenario ends. 


Oil Pressure Gauge: This tells you the engine’s current oil pressure. This can be used 
to gauge the general condition of your engine. When an engine is running too hot or if 
it has suffered damage, the oil pressure is lowered. If you run the engine too long 
under low oil pressure conditions, it can fail and end the scenario. 


M and Way Points 
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for Successfully Driving Your Tank 

. - i War II tanks varied widely in the: 
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- “sing the arrow keys. The left tui 
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: uts the tank into reverse. A bar great 
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Even the 
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is for Successfully Driving Your Tank 

* rid War II tanks varied widely in their performance capabilities. British infantry 
like the Matilda II could achieve a mere 24 kph while the American Ml 8 tank 
-Toyer could reach 80 kph. Many of the mission scenarios in Panzer Commander 
--mire you to achieve your objectives within a certain amount of time. You have to 
: Lance the tank’s performance capabilities, fuel usage and the likelihood of an engine 
mure against this. 

: -_\zer Commander assumes that all of these vehicles have similar capabilities with 


in m : on and Way Points 

mIhc i me single player and campaign missions in Panzer Commander include a set of 
mm : mts for your units to follow. Generally these are designed to take you to your 
Bigs - objectives. However, you’re perfectly free to deviate from this suggested 
ii m- end many times you have to in order to gain some tactical advantage. 

m:us bar shown at the bottom of the screen shows you which way to turn to 
: me next way point. An arrow symbol to the left of the compass heading is telling 
mm left, while an arrow symbol to the right of the compass heading is telling 
rum right. When the compass heading is bracketed by arrow symbols, like this: 
:: means that you are exactly on course for the next way point. 

L an order your driver to proceed to the next way point by pressing the A key. Keep 
mmd that this feature always goes to the next way point, regardless of where you 
n the map. If you bypass a way point and drive several hundred meters past it, 
- irness the A key, your driver will turn the tank around and return to that way point 
re going on to the next. 


5 ; urre nt oil pressure. This can be used 
hen an engine is running too hot or if 
: we red. If you run the engine too long 
n: end the scenario. 


--spect to inclines. You can generally climb an incline of 45 degrees or less - albeit, 
ery slowly. In addition, if the tank is rolled too far to the left or right due to its posi- 
mn on an incline, it can topple, leaving you stranded and ending the scenario. 










































SIMULATION CONCEPTS: Operating the Main Gun 


While tanks are designed to traverse all sorts of rough tern u i % 
roads when they are available. Your tank is able to move fa?:-' m 
wear and tear. However, roads are obvious places for ambushes me 
advantage of this fact. Your tanks also have to go offroad frer.-- r 
flank an enemy holding a defensive position. Off road travel - M i 
your tank will take damage to its wheels or treads. You need : *> 
under such conditions or risk the catastrophic failure of one o:' y i 




■up? ^ 
Hill M 


Rivers in Panzer Commander are impassable. If you attempt to cr: 5 - l 
gets swamped and the treads get stuck, leaving you stranded anc ri: 
To cross a river, you need to find a bridge. It’s always a good idea : 
head as soon as you can if you need to get across a river to ach:- > - 
sion objectives. 
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Finally, a note about evasion. A tank moving over open ground or a; v - . m 
line is a highly visible target. If you have to move over such terrain, d: r m 
possible and try to dodge frequently. You may not know that an enerr. m 
sights until he fires; by then is too late for you to do anything about.: 
ter to find routes down gullies, behind hills and well back from exp: 

The less chance the enemy has of spotting you, the more chance you ha - 
him first and destroying him. 
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^ Ti : .*S You aim the tanks mail 
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Commanding the Driver 

While you may choose to drive your tank manually, you may also order: ~ - 
proceed to the next way point using the A key. The driver then attempts to fine : 
route to that way point, looking for bridges as necessary to cross rivers ar : 
impassable terrain. When the driver is driving, you may increase or derr* 
tank’s speed using the up and down arrows or by pushing up or down on tbe 
but if you attempt to steer the tank using the left and right arrows or the j: • : 
driver returns control to you and you are responsible for guiding the tank. 




.7nri*rse left 
• --i .T-rse right 
-increase elevation 
K -1 e'Tease elevation 

„ can hold down the Shift k* 
( anusument of the atm. 


Operating the Main Gun 

The tank s main gun is its most important and most formidable weapon. AI ML 
tanks depicted in Panzer Commander have main guns capable of firing armor-p 
rounds at their enemies. However, the relative power of their main guns van' —-a 
from model to model, especially between early war and late war models. The Gen 
Tiger tanks, for example, gained their notoriety from the famed 88mm gun, which 
more than capable of penetrating most armor of the day. 


.. ntrol the travers 

r ,, - - runner’s position and the ? 
, ni .; aim the gun much more 
F6 and F7 keys respective 
:k. This can potential... 
it taste. 


As the war progressed, armor thickness and quality improved, necessitating 
increase in the bore sizes of tank main guns. Tank battles tended to be short'™ 
intense - especially when one side had a decisive advantage in armor thickness i: 
main gun power. Early in the Soviet campaign, the Germans were frequently thwart 
ed by the superior armor and larger guns of the Soviet T-34 and KV-1 tanks. Later n 
the war, British and American tank forces took fearsome losses going up against ti> 
superior Panther and Tiger tanks fielded by the Germans. 
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~ 50:15 of rough terra®. r » , 
u*k«s able to move faster 

for ambushes "ij 
—• r .0 go off road i 

osition. Off road trawl in; 

** or treads. You nee: » m 
trophic faiJure of one of;. ;ar ; 

If you attempt to cr- «. 
riving you stranded anc 
ts always a good idea 
get across a river to adhere oh , 

■’Jg over open ground or a: 

:e move over such terrain, o r 
: may not know that an enemy 
r you to do anything about ft. kM 
-- well back from exp - ■ 
? you. the more chance you an 


: sive Rounds 

- " ■ t against tanks and reinforced bunkers, high-explo- 

- .s- rul against buildings, bridges and infantry fortifica- 

.-.r to the high-explosive rounds fired by artillery pieces, 
rrd. Some vehicles - most notably early war British tanks 
.:and “6-pounder" guns - were incapable of firing HE 
. a disadvantage for certain missions. Others, like the Iosef 
,.,-th their huge 122mm main guns were capable of dev- 
n Eiss.ve high-explosive shells. 

,---;ts to accurately represent the availability of HE and AP 

■ . - a idition, the load outs vary from mission to mission depend- 

: - raves. Supply problems may make it difficult to achieve cer- 

■ t - - in general, it’s best to make every shot count. 

s ■ ■ -: along two axes for the purposes of aiming. Elevation is the 
gun barrel and directly affects the distance the shell travels. 
- _ • rizontal rotation of the tank’s turret and affects the direction in 
. You aim the tank’s main gun by traversing the turret and ele- 
the gun on its target. The following keys operate the traversal and 


-.amially, you may also order a* a 
cey. The driver then attempts - 
necessary to cross river.- ; 
ing- you may increase or :s— 

! ; r "T Pushing up or down or • 

- left and right arrows or the : :. a 
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• and most formidable weapon w 
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rrse left 

r - -rse right 
* -rase elevation 
i! .r-^ase elevation 

u can hold down the Shift key to slow the traversal or elevation, allow- 
: csunent of the aim. 

- n control the traversal and elevation of the main gun from anywhere in 
- -winner’s position and the gun sight view provide targeting reticles which 
. • aim the gun much more precisely. If you change to one of these views 
- F6 and F7 keys respectively) you also have the option of aiming the gun with 
sick. This can potentially be easier than using the keyboard, but it is a 
; : :aste. 

ire discuss how to lay the gun, you should understand how target selection 
rsi When enemy units appear, one is marked with a red cross. This is the select- 
. Target selection serves three functions: first, it allows you to identity the 
nr.'units in your field of view. Second, it gives you the ability to identify targets to 
- your gunner and other platoon members. Third, and most importantly for this 
_ssion, it serves as a sight indicator for your range finder. 

discuss the first two uses of the target selector in the sections on Corn¬ 
icing Your Gunner and Issuing Platoon Orders. For now, we’ll concentrate 
selecting targets. 
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If more than one enemy unit is in your field of view, you car » me 
the Tab key. You can return to the first target by continuing : 
the selection indicator marks that unit. You can also use ihr .tm 
backwards through the list. The N key selects the target near- - 
S key selects a target that is in your gun sight. Naturally, von : 
gunner’s position or the gun sight view (F6 or F7) to use this : 


Normally, the target selector only marks enemy units that ar? 
tion range of your tank. However, the S key allows you to targ- 
outside of identification range or which are not identified as i 
as buildings, trees and the like. This can be handy if you need ;; : * 
for some reason, or if you want to use your range finder to d;-. n 
to a particular area. 


The range finder is integral to the gun sight view and allows you :: 
mine the distance to a particular target. Distant targets may require 
elevation of the gun in order to compensate for the distance the sheL _ 
otherwise, your shots will fall short of the target. With the range find- 
mine how much to compensate for the distance, allowing you to a 
gun on the target. 



Secondary Targeting - 
Cross 


Gun Crosshairs - 


-I s i - 


Using the Range Finder 

Using the range finder is fairly straightforward, but may require some practice : m 
have used an old style “range finder" camera this procedure should be pretty fa—d" 
to you. There are two parts to the range finder gauge. The first and most obvious 
numeric scale in the lower right or upper right quadrant of the gun sight 
includes a red needle that moves up and down when you change the range sente;! 
This shows you the range to the target when set properly. It is marked off in hundred 
meter increments between zero and two thousand meters. 


The other part of the range finder is a little trickier. When you look through the gui- 
sight you see that targets which have been identified bear two of the distinctive greet 
or red targeting crosses rather than the single cross you would see in any other view 
The second cross is a darker shade and appears to the left or right of the main tar¬ 
geting cross, depending on the range finder setting. 
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m m , s , - r r :. use the Page Up and Page Down keys to increase 

_DPI, fa: - tnng. Note that these are not the Page Up and Page 

fUg m» - _meric keypad, but those located to the left of the keypad 
;r joystick is equipped with a “hat” switch, you can also 
tsc ru ir.der setting. When you do this, the second cross moves 
■fc - - ;arker cross lines up behind its mate, the range finder 
: o .srget All you have to do now is note the position of the red 
- and you have the range to your target. If you have more 
* » it - vou can quickly determine the range to each by lining up 
||! fBBSKk 

this information? This depends on your gun sight layout, 

-: m which country’s tanks you are driving. 

- rush tanks, gun sight cross hairs indicate the direction your 
i, ,pr: _j the target with the main cross hairs would score a hit every 
:r : '--T not a factor. Below the main horizontal cross hair is a series 
jiiuiu.,, - ntal marks which cross the main vertical cross hair. These 
m E ; , s of 500, 1000, 1500 and 2000 meters and are calibrated for 
mm:~ - don load set for your main gun. Use these marks to compensate 
r; - --.ample, if you have determined that your target is 1000 meters 
» : .: r. the second of these marks instead of the main horizontal cross 
m . - i e the target lined up, pressing the Space Bar or Joystick Button 1 


- :* ... 


" '///,, 




-Distance Scale 

-Main Targeting Cross 


V require some pract: 

‘dure should be prem -- , 

j- ' ^ he first and most obi- 

-j--. quadrant of the gun sight ^ 2 
•'- en you change the range se- - - 

T hen you look trough the g - 
-ar two of the distinctive gr'::. 
.V:-wvou would see in any other^;: 

-to the left or right of the main tar- 


• - -man and Soviet tanks, the targeting reticule located at the center of the gm- 

moves up and down with the range finder setting to show the optimal aim tor a 
ii - - at that range. To hit the target, all you need to do is dial m the proper range set- 
,r -d line up the upper tip of the center triangle with your target and fire. The 
- Lier triangles to the left and right are provided as reference marks to help you lead 
i - ving target. The targeting reticule is calibrated to your current ammunition selec- 
r Note that since high-explosive rounds have a lower muzzle velocity they require 
- re elevation correction than armor piercing rounds. Again, once you have the tar- 
•lined up, pressing the Space Bar or Joystick Button 1 fires the mam gun. 


















SIMULATION CONCEPTS: Operating the Main Gun 



UX0 


IT 2 "■ 


If your first round misses it is often because it falls short of the targe: 
gun sight is provided with a range finder and graduated cross hairs.:: 
your aim. In general, the further the target the higher the required 
it right the first time takes practice, but can make the difference betwea 
battle and getting shredded by enemy fire. 


Several things can happen when you fire a gun, depending on the targe: l: : : 
of round fired at it. If the target is an armored vehicle, a high explosr. - 
probably not destroy it, but may cause some damage depending on whe:- t 
thrown tread or damaged road wheels can partially disable a tank, but it vrl • 
back at you if it can. 


An armor piercing round will probably destroy a tank - if it penetrates the; 
can be a big if depending on what type of vehicle you are commanding and ' 
of target you are shooting at and on the range and position at which you are ; 
Most tanks are more vulnerable in the sides and back than in the front. If y:. 
an M4A3 Sherman and your target is a Tiger, you want to try and outflank hr : 
off a side shot or ambush him to get off a rear shot. Dueling toe-to-toe in this; 
is not advised as your AP rounds are likely to just bounce off his formidah- 
armor. Of course, at point blank range you probably have a chance, but you pr:: 
won’t be able to get that close. 
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Armor damage is not cumulative: a shell either penetrates or it does not. If it does : 
the armor’s effectiveness isn’t reduced in any way. If the shell penetrates, the ta: 
will probably be destroyed, but if it isn’t, the armor effectiveness on the side that is : 
is greatly reduced. A second shot in the same place will certainly destroy the target 


While armor piercing rounds can destroy most soft-shelled vehicles, you’re proba: 
better off using your coaxial machine gun for such targets and reserving your X? 
rounds for more deadly foes. AP rounds also damage buildings, but often they simp: 
poke holes in them. Use your high-explosive rounds on these targets or your coax:a 
machine gun, which cumulatively damage the target until it collapses. Once a round is 
fired, your loader automatically feeds a new round of the same type into the main gun 
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m Hypes 

• r r.pe of round is being loaded into your main gun, use the 
11 z.ie between AP and HE rounds. The best time to change 
in- * ir.ng the main gun. This allows the loader to avoid wasting 
sn't desired. If you ask the loader to change loads after a 
;n may take him up to twice as long to unload the old round 
m " ie you may want to do this if you are low on ammunition 
n it danger, it might make more sense to fire the round that’s 
.i i :f opportunity and then order a different load. 

~ information about ammunition to the far left. There are two 
r me different types of shells; the one with the white tip repre- 
:: onds while the other represents armor-piercing rounds. 
- " - scheme was actually used by German tankers in World War 11 
M~T.t 2 chite tip were used to distinguish high-explosive rounds. Next 
mher of rounds of that type remaining. If the number of rounds 
r — i me number turns yellow, warning you that you are low on ammo. 

: - ?oes red, indicating that you are out of that type of ammo. When 
i m . ader starts loading from the remaining ammunition type. 


sa depending °„ fte 

Sit ?' ” hish 

- damage depending on - - - 

~ ‘ fit penetr ates the** 

ucie }ou are commanding and3 

^and position at which you a-"- - T 
^ than in the from - 
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certainly destroy the tarr- . 

StOtt ,m ’ re prota * 

get until it miT 6 or yo " r “Ki 
: the same h apSes * 0nce a rou nd i$ 

- e same type mto the main gur 


irgeting 

are unable to lay your gun on a target. Usually this is because 
mu as a limited range of elevation and cannot be elevated or depressed 
m :** ±e target. The only things you can do in a case like this is to move 
^mt £ m Dre favorable vantage or wait for the target to move into range of your 
TH» m oe very frustrating if you have found a good “hull down” position and 
i: antage of it. Experience teaches you the best positions to assume for 
■csk angles. 

mm and traversal speed can vary widely from model to model. Though 
s had some of the most powerful guns in their late war tanks, speed of 
md traversal on these vehicles was only mediocre, while the American 
tr _zh under gunned, could lay their main guns on the target more quickly, 
mrategy is to learn your vehicle’s strengths and weaknesses and make 
r m : f them. 

1 and Shooting 

their modern counterparts, World War II tanks had no functional gun 


mg systems ; 


„ ^ t t|i _ __ _ though some efforts were made in this direction. Without such 

* -mm°traveling down rough terrain and accurately aiming the main gun is pretty 
r m rhcal. You may waste a lot of ammo proving this to yourself, but your enemies 
Most successful commanders adopt a strategy involving quick dashes between 
m punctuated by some moments completely stopped to allow the gunner 
Tick the target. 

















SIMULATION CONCEPTS: Operating the Main Gun 


Commanding the Gunner 

While it can be very satisfying to lay the gun on enemy targets and b m u 
the commander must assume overall responsibility for the tactical situ- : 
ing situation may not leave you with enough time to aim the gun and iss * 
other crew and platoon members. 


Your crew includes a gunner who is quite capable of aiming the main gun . 

amount of accuracy, which improves over time the longer he survives 
responsibility to pick targets for him, order the gun load (AP or HE) and is* - 
order. It is his responsibility to keep the gun tracking the target until order- 
He does so until you order otherwise or until the target passes out of view, ei *n 
the tank is moving. 


Use the target selection mechanism to pick a target for your gunner. This is 
in detail in the previous section. To summarize, the Tab key and Caps Lock • - 
through the available targets, while the N key selects the nearest target and the 
selects the target in your gun sight. To order your gunner to track and shoot the 
ed target, press the T key. 


The status bar located at the bottom of the screen contains some valuable tar 

intArm j-L „ __ • l , • n 


™ ^ uuinamb bume vaiuanie tarr-i 

mlormation. First, the gun sight icon tells you the status of the main gun. When i 
green, the gunner has no target and isn’t tracking anything. When it is yellow the mm 
ner is traversing or elevating the main gun. When it is red, the gunner has the xLm 
in his sights and is ready to fire. 



Next to the gun sight icon is the target indicator, which is a text description of 
selected target. This can be very useful when prioritizing your fire for the most tin- 
gerous targets. Note that this space is shared by the way point indicator, which 
momentarily replace the targeting indicator when you switch way points. If this hap- 
pens, you can restore the target indicator again by pressing the Tab key. 
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\CHPTS: Operating the Coaxial Machine Gun 

■ -.r is ready to fire, you should press the Space Bar or 
in - n ~ cm gun. If the target is destroyed, the gunner centers 
f ir.-.z tiers. If not, he continues tracking the target until it is 
{pa -: - - : ±erwise. You can manually order the gunner to center 
i irorm .. . -.ion for travel) by pressing the Keypad 5 key. 

■ - gunner from any position in the tank - provided you can 

i me - - and assign them. If you override the gun traversal or ele- 

■ : relinquishes control of the main gun to you until ordered 
ic targeting order you issued before is canceled. 

■zxial Machine Gun 

v i machine gun mounted coaxially with the main gun - that is, 

, unt and can be traversed and elevated simultaneously. This 

■ - - imder an additional weapons option that allows him to save valu- 
ra. - gun rounds for more appropriate targets. 

in. gun is most effective against soft-skinned vehicles like trucks or 
,, > -- c: i against unfortified structures like houses and other buildings, 
-m - against machine gun nests and other light infantry fortifications. 

nim. machine gun using the same key commands and joystick move- 
. - run. The only difference is that you use the Left Control key to fire 
- gun. The machine gun fires continuously as long as you hold the 
. •. ; own. You may have to do this for a while for stubborn targets. 

„ ; nr next to the section denoting main gun ammunition, there is a machine 

di uh two numbers next to it. The upper number is the number of rounds 
real machine gun while the lower number provides the same informa- 
_..-mounted bow machine gun. The machine gun can rapidly deplete its 
hi munition, so short, controlled bursts are recommended. 

order the gunner to track a target on which you want to use the coaxial 

. . . Use the same technique as described above for the main gun, just use 

: otrol key to fire the machine gun. 

Phwiu T; Platoon Orders 

. -. ,eader your responsibilities increase to encompass operations involving one 

-- additional tanks whose efforts you have to coordinate. Don’t panic - Panzer 
- ?. makes this simpler than you might think. 

: moon members are more than just extra guns - they are also extra eyes and 
. can help you spot the enemy more quickly. Like the members of your tank 
* •mey gain experience and improve in performance over time. You therefore want 
iaie sure that they stay alive too. 

: _ fault, your platoon members follow you around in column formation. To have 
independently engage enemy targets as they are spotted press the E key. 
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Changing the Platoon Formation 


While the default column formation is ideal for moving . j 
through friendly territory, it may not be optimal tactical'. F - 
attacked from the front, your tanks are poorly deployed to resium 


To change the formation, use the F key to cycle between the sn : 
mations available to your platoon. The formation indicator in v 
to show a graphical representation of the new formation. Keep : > 
the formation you want is selected. The key to selecting the right 5 
ipate the location of the enemy in relation to your path. Wha: : 
mations supported by Panzer Commander and their tactical uses: 


~£ 1 


ffljjfl 



Column. As stated earlier, this is the best formation for r 
quickly down a road. It is particularly disadvantageous u 
from the front or the rear as half or more of your plate : ■ m 
target the enemy. 



Echelon Left. In this formation your other platoon members 
onal to the rear and left of your tank. This is a good formation _ „ 

ing an attack from the left flank but need to advance on a p - t i 


«l« 



Echelon Right. This is basically the opposite of the Echelon Let : 
and is useful if you’re expecting an attack from the rq| 



Line Abreast.This formation is useful if you’re advancing on an 
tion. However, if the enemy attacks from the left or right flank. ■ 
that the majority of your tanks are unable to return fire. 



Wedge. This formation is a compromise for those situat.::_- . 
you’re unsure of which flank an attack may come from. Your tank 
point of the wedge while the others follow along two diagonals he: 
to the left and right. 



Crescent. This is the opposite of the wedge formation and may be m 
outflanking a concentrated formation of enemy units. 


Assigning Specific Targets 

By default your platoon members engage enemy targets of opportunity. This mi 
always be a tactically good situation. You may wish to concentrate one or more o: i wi 
platoon members to specific high-priority targets. To do this, use the target select r 
keys to identify the target you want to assign; for details see the section tihd 
Operating the Main Gun starting on page 45. Then, while holding down one of mi 
Shift keys, press either the number keys 1 or 2 (not from the numeric keypad ; 
assign a platoon member to the selected target. That tank’s commander attacks ifc 
target until it’s destroyed or until issued different orders. If the target is destroyed 
tank commander assigned to the target returns to engaging targets of opportunity.^ 


and Holding Fire 
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- : ° r moving your platoon d:-x 
. primal tactically. For example, r 
: r.y deployed to respond to ener 

2 :le between the six different roe 
~ation indicator in the status bar 

■ • formation. Keep pressing the F 
1; electing the right formation is i 
'■ your path. What follows is a to 
:d their tactical uses: 

-'■? best formation for moving your: 

disadvantageous if you are :: 

:r more of your platoon won’t be 

r other platoon members line up in i 
L IKis is a good formation if you’re e „ 
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_tng the Enemy and Holding Fire 

most of the time you want your platoon members to engage any targets of 

. — unity, occasionally you may wish to sneak up on a target to gain the advantage 

-.rise. Pressing H orders all of your platoon members to hold fire. However, if 
_: on your tank commanders may not maintain fire discipline and may proceed 
-_rn fire. You can cancel the hold fire order using the E key to issue the Engage 
_ - z md. All units in your platoon will then engage targets of opportunity. Note that 
-: the Engage order cancels any specific target assignments. 

yry Conditions 

rs-z mission scenario in Panzer Commander has a set of victory conditions. These are 
w - mves which you must complete in order to achieve victory in the mission scenario. 
>r -::mes surviving the mission is all that’s required, while other times you may have 
o : -stroy a number of enemy targets or defend a particular area. 

rv points are accumulated whenever you achieve part or all of an objective. For 
umple, if you’re ordered to destroy all of the units of a specific type, you are award- 
: : oints for each unit of that type destroyed. When the scenario ends, the number of 
- :-ry points you have accumulated is evaluated to determine whether or not you 
r achieved a major victory, a minor victory or a loss. The following are objectives 
u may be asked to achieve in pursuit of victory in Panzer Commander: 

*^troy a Specific Unit 

- case you are asked to seek out a specific unit for destruction. You are awarded 
':ory points for each vehicle or structure in the unit to be destroyed. Often your 
-jective units are well-defended, requiring you to either destroy the defenders first or 
-_ik your platoon in an assault on the objective. 

























SIMULATION CONCEPTS: Using the Status Bar 


SIM'. 
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Destroy All Units of a Specific Type 

These are usually classic “search and destroy” objectives wherein you seek 
units of a particular type - usually other tanks or perhaps a supply column. 1 
points are awarded for each unit of that type which is destroyed. 

Defend a Specific Unit 

Here you are being ordered to keep a specific unit intact for the duration of the 
nario. Victory points are awarded for each vehicle or structure in that unit whicr 
vives until the scenario ends. 


Defend All Units of a Specific Type 

This type of objective involves keeping as many units as possible of a parti r_*r 
type alive until the end of the mission. Victory points are awarded for each se 
unit that survives. 


Reach a Specific Way Point 

This may seem deceptively easy, but if it’s listed as a victory objective, you can bet thac 
the enemy is fighting you every step of the way. Here you are awarded victory poius 
only if you reach the way point. 


Protect an Area 

This objective involves keeping the enemy out of a specific area. Points are awarded if 
there are no enemy units in it at the end of the time limit. 

Survive 

The lethal nature of tank battles is such that many times simply surviving to the end 
of a scenario is sufficient to achieve victory. The more members of your platoon who 
survive, the more victory points awarded. 
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f each simulation view s 
nation about your tank. 
j to read the status bar is 
::zi your platoon. 
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SIMULATION CONCEPTS: Using the Status Bar 
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innm juition Indicator 

r e :urrent load settings for the main gun and the machine gun. The two 
. left indicate your main gun load. The white-tipped shell represents 
- : Minds while the other represents armor-piercing rounds. To the right 
. me number of rounds of that type left in your ammo store. This num- 
,v when ammunition gets low and turns red when ammunition is out. 

• und currently loaded in your main gun is indicated by a rectangle sur- 
r- ir the other ammunition indicator. When a round is fired or you order 
r ad, this rectangle turns yellow to indicate that your loader is currently 
—e gun. When it turns green again, you can fire the main gun. 

jun Ammunition Indicator 

'me gun belt icon indicates the ammunition status for your tanks machine 
top number is the ammunition count for the coaxial machine gun while the 
- rniber is the ammunition count for the bow machine gun. 

: on Status Indicator 

Bfc - ss hairs icon next to the machine gun ammo indicator changes color to mdi- 
L - e current status of your main gun in relation to the target currently assigned to 
■ rmner. If the cross hairs are green, no target is selected, if yellow, the gunner is 
n t - process of laying the main gun onto the target and if red, the gun is on target 
■; ready to fire. 

L-set Description 

% • r to the target cross hairs is a text description of the currently selected target. Use 
Tab key to change the target selection. This procedure is described in detail in the 
non titled. Commanding the Gunner on page 51. 
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SIMULATION CONCEPTS: Using the Status Bar 


Crew Message Indicator 

From time to time your crew or one of the other members of your platoon _ 
of events related to the operation of your tank or the command of your p i- 
example, the loader informs you when the gun is ready to fire and your dm - - 
you when you have reached a navigation way point. While these messages 
sented as spoken audio, they also appear here as text. 


Compass 

The compass indicates the heading in which your tank is facing. The upper p l- 
compass shows the heading in degrees (0 to 359) while the lower part shows az : 
viation of the nearest cardinal direction (N, NE, E, SE, S, SW, W, NW.) Two arrows i 
et the degree heading of the compass. These provide a relative direction to re 
selected way point. To reach the way point, steer your tank until the arrows inc.caa 
you are on course. When this happens, both arrows appear inverted. For exampk 
course to the way point were 48 degrees, your compass would look something fii 2 
> 48 <. Some missions don’t have way points; in this case no arrows appear. 


Way Point Data 

The triangle symbol indicates the location of the way point data indicator. This _• 
into two parts, the upper part of which indicates the number of the currently s- a 
way point and the lower number of which indicates the distance in meters to that 
point. If the mission has no way points this area is blank. 


Throttle Indicator 


The throttle indicator shows you the current throttle setting for your tank. The in: 
tor is essentially a bar graph which increases from the bottom up if you are driving 
tank forward and increases from the top down if you are driving the tank in reve 
Normally the bar graph is displayed in green. However, if part of the graph is Vr_ 
or red then you are pushing your engine beyond its normal capabilities. If you run y 
engine like this for too long, you risk an engine failure. 


Speedometer 

The speedometer is just to the left of the throttle indicator and shows your tank’s spe-i 
in kilometers per hour. In addition, above and below the speedometer are arrr - 
which show you the current direction of movement, either forward or reverse. 


Formation Indicator 

This area shows a graphical representation of the current tank formation used b 
your platoon. It also shows you the current status of your tanks. If one of the indica¬ 
tors is yellow then the corresponding tank is disabled, but repairable. If red, then 
that tank is destroyed. 


Fuel Gauge 

This is a bar graph that shows your current fuel status. 


Elapsed Time Display 

A chronometer is provided which shows you the time remaining to complete your mis¬ 
sion, in minutes and seconds. 
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TANK TACTICS: Mobility 
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Hitching a ride: 
Soviet infantry 
hop on to a 
T-34 to cross a 
river, 1944. 


: War II and the decade prior to the war saw the rapid development not just of 
Li but the tactics used to employ them. ‘Panzers’, as the Germans call them, were 
r_mental in the blitzkrieg tactics of the early war, where rapid mobility and con- 
ration of firepower were the keys to victory. Tanks were so successful and so 
• : that both Allied and Axis forces developed numerous weapons systems to 
x :er them, including: rocket launchers, anti-tank guns and tank destroyers. 


-rprisingly, the keys to successfully operating a tank platoon are to take advantage 
■ r inherent strengths of the tank and to avoid its inherent weaknesses. In the fol- 
ing sections some of the key tactical issues are discussed. 


* Mlity 

:ank’s greatest strength is its combination of mobility and firepower. This provides 
rreat deal of tactical flexibility, allowing the tank to quickly and decisively respond to 

• inging battlefield conditions. 


; non is one of the keys to victory. While it is sometimes useful to assume a defensive 
: srure, often you may find that it’s better to seek a more advantageous position from 
rich to attack, even if you have to withdraw for a time. Mobility allows you to seek 
:: and concentrate your forces against the enemy’s weakest positions and, converse- 
avoid those areas where he is concentrated in strength. 


•"hen you are forced to counter a strong enemy, your mobility makes you a more dif- 
f :ult target to hit and allows you to outflank him, giving you access to his more vul¬ 
nerable side and rear armor. In many cases your armor is insufficient protection - this 
f especially true of many American and British vehicles. However, superior mobility 
ran allow you to employ hit and fade tactics that allow you to successfully defeat a 
more powerful enemy. 



















TANK TACTICS: Armor 



Armor 

The strongest armor on nearly every tank is the front armor. Often, fr:: 
ness exceeds side armor thickness by a factor of two and top armor r 
much as a factor of ten! 


Obviously it is best to keep your front armor towards the enemy as it n>:n 
deflects incoming fire. Furthermore, you want to avoid attacks on your a 
most cases an armor-piercing round to your side armor will penetrate 
members and damaging or destroying your tank. 


The best way to deal with a flank attack is to turn to present your front am x 
the attack. However, if this exposes a different flank to enemy fire, it may t* us 
to withdraw in order to preserve your forces. The best way to withdraw, of : :i 
to back away, keeping your front armor towards the enemy and continuing; 
you withdraw. Turning around and running while under fire is usually a bad 


Conversely, when attacking enemy armor, you should seek to attack his more n 
able side or rear armor. Of course, he will attempt to face you with his front an 
the element of surprise may be necessary. 


First Shot Advantage 

Getting the first shot in can mean the difference between victory and an nnmn j 
grave. A lot of factors can affect the speed with which you can bring your wear n- i 
bear on enemy targets. The ability of your gunner and the inherent speed of trav 
and elevation of your turret and gun are big factors. However, these can be minm-i 
by having good positioning on the enemy units. For example, if the enemy is ahe^ - i 
you and you have come up on his flank, your weapons are already much closer to — 
correct alignment. In fact, even if he has superior traversal and elevation speed, v 
gunner should still be able to get off a first shot pretty easily. 


If it comes down to trading shots, your loader becomes much more important. A goo: 
loader cycles new rounds more quickly than a poor one and this can make all tfc- 
difference in a fire fight. 



_ 
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TANK TACTICS: Weapons Capabilities and Limitations 
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av to get the first shot advantage is probably to lay an ambush for your ene- 
entails skillful maneuvering, knowledge of the terrain and good timing. 

Capabilities and Limitations 

main gun is your most powerful weapon, it is not always the most appro- 
-- vour machine guns on soft-skinned targets to conserve main gun ammuni- 
. need it for more dangerous opponents. 

::e of your enemy’s armor rating and weapons is indispensable when evalu- 
i :al options. If you know that your main gun will probably not penetrate his 
or, there are a few different things you can try: 


za try for the flanking shot with the aim of penetrating his side armor. This may 
■ : - practical if he has a good firing position. He might well be able to cover his 
Heii and might even be free to turn his best armor towards you no matter the angle 
bo e which you try to attack. 

< - a;, be possible to get closer using intervening terrain or structures for cover. As 
z : .stance decreases even weaker guns have a better chance of penetrating tough 
- - However, this can be an extremely dangerous tactic for obvious reasons. 

L _ have superior numbers you may try to overwhelm the enemy with an assault, 
f iv. enough speed and enough luck some of your tanks can get through to deliver 
-r-in flanking shots that are likely to take him out. A green enemy unit might even 
■ .'.draw, possibly leaving you in a better position to press the attack. 

• c can also try damaging the enemy tanks so that they are either immobilized or 
xable to return fire. Firing high explosive rounds or armor piercing rounds in prox- 
-_w to his treads may cause some damage to his wheels, treads or suspension, leav- 

i his tank unable to move. This gives you the option of then bypassing these enemy 
.Tits or using your greater mobility to gain a flanking position. 

iking Use of Terrain 

: xher things being equal, the best way to protect your tank from enemy fire is to 
: what is known as a good “hull down” position. Being hull down essentially means 
i ring the lower part of your tank hidden behind some terrain feature like a hill or the 
ver end of a gully. This positioning protects the majority of your tank from enemy 
:_-r yet leaves you free to return fire. This is functionally equivalent to digging a fox- 

• de as an infantryman. 

£-, en a slight rise can provide a useful hull down position if you make proper use of it. 
"he best way to assume a hull down position is to use the gunner’s position to evalu- 
i;e your field of fire. Drive until you can just see from the gunner’s position over the 
-.se you wish to use as cover and stop there. Make sure your gun can depress far 
-nough to give you the field of fire you want. This is important! If you can’t hit the 
rnemy on the other side of the rise then your hull down position isn’t very useful and 
an just as quickly turn into a trap. 
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TANK TACTICS: Dealing with Artillery and Air Strikes 


A depression can actually make for a better hull down position than a ris-e usa 
you to position your tank on the far side of the depression facing slighth : 
rather than on the far side of a rise facing upward. Why is this an advan^r- 
your main gun usually elevates to a much greater degree than it depress* 
back side of a rise, your tank is pointed slightly upward, forcing you to 
gun further to hit targets on the other side of the rise. On the far side of a : 
with your tank facing slightly downward, you must elevate your gun mors 
gets beyond the rim. Because your gun can elevate higher, you have a mu::. :-1 
through which you can fire. 


Terrain features also allow you to hide your tanks completely from enemy s:zx i 
ing you to lay in ambush, retreat without taking excessive losses and snea*: 
enemy position. By choosing your ground properly you can even force the s:* 
divide his forces, leaving him more vulnerable to your weapons. 


Dealing with Artillery and Air Strikes 

The greatest danger to a tanker from an artillery strike is the possibility that a: : 
ing round will land directly on top of the tank, severely damaging the relative^ 
top armor. This is pretty unlikely (but still possible); it is more common tha: iz 
shells landing in close proximity damages your wheels or tread, leaving y: 1 

immobile. Still, it’s not much fun to be caught in an artillery strike, so you pro 
want to avoid them if you can. 


If you do find yourself in the middle of one, don’t panic. Most bombardments woi: 
too long. One way to get out of a strike in progress is to observe the pattern of thr:: 
as they land to get a feel for where they are likely to fall next. This gives you some 
of where to move your tanks to get away from it. 


Of more serious threat to tankers are aircraft bearing anti-tank cannon. These plane- wm 
designed to attack the weak roof armor of tanks with their oversized (for aircraft fjjt 


There’s precious little you can do about this. You can try and take cover under r?*d 
or in deep gullies, but there are few places that a plane cannot reach. You can rJ 
running, but planes are much faster than your tanks, so the best you can proha: y 
manage is to dodge them until they run out of fuel or ammunition. You can rj 
shooting them down with your machine guns or even your main gun, but this : n i 
come is wildly unlikely. 


Fortunately, aircraft have little endurance and are often called off to attack other tar 
gets, so you have a good chance of surviving an air strike if you stay cool. For mart 
information on the capabilities and vulnerabilities of the aircraft and anti-tank guns 
you can encounter in Panzer Commander, see the section Descriptions of Ener. : > 
Ordnance starting on page 108. 
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TANK TACTICS: Attacking Fortification 


Under fire: 
German 
infantry taking 
cover, 1942. 


g Fortifications 

r-.-l-c are not the only threat you are asked to deal with. Often you are faced with 
defenses manned by infantry who are equipped with anti-tank weapons, 
range from simple machine gun nests to hardened concrete bunkers. You 
and emplacements of anti-tank guns dug into ridges or other commanding posi- 
: rasionally you even come across a hidden bunker, with infantrymen operat- 
i ; mzerfaust or bazooka. They all have one simple goal: your destruction. It is 
; to make sure that they fail. 

: attacking dug-in infantry, your best weapon is your main gun and the high- 
-.ve rounds with which it is equipped. Armor piercing rounds are not generally 
m r -;:ive against infantry positions since they’re designed to concentrate their ener- 
f r a very small area. Most tanks have high-explosive shells, but some are more 
Jp.--.-e than others. In general, the larger the shell the more powerful the explosion, 

- - tanks with larger guns have an inherent advantage when attacking fortifica- 
:■ : Some bunkers are hardened to be resistant to attacks with high-explosive 
L . - ; S . it may be more effective in this case to use your armor-piercing rounds to 

- i k" these bunkers instead. Unless you’re dealing with a concrete bunker, howev¬ 
er: : u’re better off reserving your armor-piercing rounds for enemy tanks. 

machine guns can also be useful allies against weaker fortifications. In urban or 
. ije fighting infantry often take cover in buildings, many of which can be brought 
icwn by sufficient machine gun fire, or by running them over. 

: more information on the capabilities and vulnerabilities of bunkers and other for- 
' ations you can encounter in Panzer Commander, see the section Stationary Gun 

- olacements starting on page 115. 
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USING THE SCENARIO EDITOR: Loading and Saving Scenarios 
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I USING THE SCENARIO EDITOR 


One of the most exciting features of Panzer Commander is the ability tc - 
customize scenarios to your own specifications. If you want to recreate baai 
history, interesting “what if’ scenarios, or just exciting fictional battles, m 
Panzer Commander program folder from your Windows 95 Start button an: 
the Scenario Editor icon. When the Scenario Editor loads, there is a row of bun : 
the top edge of the screen. These are, in order, File, Objects, Units, Stats, Orders ar.: „ 
These buttons select which control panel is currently visible on the left side 
screen, and are each covered in detail in the following pages. 


Along the bottom edge of the screen is a control bar with another cluster of bu 
These buttons all allow you to manipulate the view while you are in the 5 - 
Editor. Starting from the left side, the first two buttons are Zoom Out and Zoom lr f i 
click on Zoom In and click anywhere on the map area, the view focuses on the' i 
magnifying it. If you click Zoom Out, the view pulls back to reveal more of the map U 
are six levels of magnification that the map can be viewed at. Even when pullec i 
to the widest view, the map is too large to be seen in its entirety. To view the off-s~ 
portions of the map, use the arrow keys to scroll the map. 


The next six buttons control information the map shows. If the button is highlio 
then the map displays information of that type. The two small buttons to the rigm i 
the Zoom In and Zoom Out buttons are Show Axis Units and Show Allied Units. When these £ 
highlighted, all units belonging to the corresponding side are visible. The other i 
buttons are as follows: Objects displays all objects that are not units; Units displa s 
tanks, trucks, AFV’s, AT Guns, and infantry emplacements; Strikes displays all ofi- ~ 
artillery strikes and bombing missions; Victory displays all victory condition markers 


The last button on the bottom control bar clears the feature you are currently 
and resets your pointer to the pair of brackets used to manipulate the posit: : . 
objects on the map. To move an object on the map, click on it, drag it to the 
desired location, and release the mouse button. If you click on an object on the 
a pair of brackets appears around the object, indicating that it is the current a 
object. A small red triangle appears adjacent to the active object that indicates v. re¬ 
direction the object is facing. A 0 symbol indicates that it is a wrecked or destr -• 
model. While using the editor, the Left Control key is used to activate additicS 
options. If you hold down the Left Control key and click on an object on the ma: 1 
cylces through the different facings (clock-wise) and the destroyed object/unit settings 


! Saving Scenarios 
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trio is limited to six players. In P i"'-' 


dick on a nation, click on the text 

I „ - load, or click on the name 

-; 0 list can be scrolled up or 
ta -itered the scenario’s name, chck .r. -- 

,id nationality of the scenari 
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U have made any desired ch - s 

to the file name that currently 
- . button. To save the scenarn. . 

. ■ -- no name appears below the s 
rario name and click on the Save ns: - 


•» ren you are finished in the scenario e-rt 
: -sktop by clicking on the Quit button 
























•; SCENARIO EDITOR: Loading and Saving Scenarios 
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’? azer Commander is ± 
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*e active object that indicates , - 
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.• is used to activate addin;-*. 
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toiw scenarios 



Toggle Visible/ 
Invisible on Map 


Toggles Axis/Allied Objects Visible/Invisible 


1 .': > renario into the editor, click on the File button at the top of the screen 
■Hi' t rJrol panel appears on the left side of the screen. Whenever you enter 
Xni .: this is the control panel that is first visible by default. When the File 
Egr .;: ears, there is a row of five buttons across the top of the panel. These 
- - - nationality of scenario you wish to edit, and are, in order: German, Soviet, 
Bpir izi Multiplayer. While Multiplayer is not a nationality, it is the only type of sce- 
piBi- re than one human player can play in simultaneously. 


r Multiplayer, four more buttons appear near the bottom of the panel that 
i ;aoose the different multiplayer modes. Melee mode is a free for all with 
- :-:ermined by whichever player has the most kills when the time is up. 

■ ws you to divide the players into two teams, Axis and Allies, again with 
- * iring determined by the team with the highest total kills. Platoon mode is a 
• - ieath between two players, each controlling an entire platoon. Flag selects 
v - Flag mode. In this mode, the players are divided into Axis and Allies 
::: kills do not determine the winner. The winner is the first team to have a 
i - ±e enemy headquarters. In all multiplayer modes except Platoon mode, the 
_s limited to six players. In Platoon mode, you may only have two players. 

_ ± on a nation, click on the text box and type the name of the scenario you 
ad, or click on the name of any scenario on the list below the text box. The 
hj: 3 list can be scrolled up or down using the Windows-style scroll bar. After you 
. . --ered the scenario’s name, click on the Load button. After the scenario loads, the 
t - - and nationality of the scenario appears near the bottom of the panel, just below 
Hr scenario list. 

you have made any desired changes, you can save the scenario. To save the sce- 
: to the file name that currently appears below the scenario list, simply click on 
„ : ive button. To save the scenario to a different file name or to save the scenario 
. - rT. no name appears below the scenario list, click on the text box, enter the new 
- ;ario name and click on the Save As button. 

r.en you are finished in the scenario editor, you may exit the editor and return to the 
-fktop by clicking on the Quit button. 

































USING THE SCENARIO EDITOR: Creating the Terras. 


Creating the Terrain 

Remove River and Road Markers 


Terrain Settings 


Weather Setting 


Select Cursor'll 



■ Name of Selected Object 


To create or modify terrain in a scenario, click on the Objects button s' z* 
screen to bring up the Objects panel on the left side of the screen. If \ „ 

ate new terrain across the entire map, click on the Generate button. TLs ■ 
vious elevation information and replaces it with random terrain. The 
terrain is determined by the number entered in the Height value of the j: - 


To create more specific or localized terrain, click on the Sculpt baa I 
Commander features a “push/pull” style of terrain building, where if you f J d 
of terrain, the terrain around that point is also pulled up to’ a 
The amount of area this feature affects is controlled by the Radius value e r. « 
Panel. The amount of height you add or subtract with each mouse click - : 
by the Height value. 


Hint; For natural hills and depressions, it is best to keep the height : aa 
number from -10 to +20 meters and the radius to less than 400 meters. 


To create rough terrain over the entire map, click on the Bumpy button. \a 
severity of the terrain is determined by the Height value. Unlike the Generate bin 
Bumpy button does not clear the previous terrain, but instead applies a bum.:.: 
the existing terrain. When you have finished roughing up the map, you can ah- 
of the more angular and choppy terrain by clicking on the Smooth button. This 
the elevation changes on your map more gradual and more natural. The Smooth 
may be used multiple times to get the desired effect. 




Hint: When using the Bumpy button, it is best to keep the height value to a m.~. J 
from +5 to +15 meters, otherwise the terrain is so rough that tanks may have tr -3 
traversing it. 
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SING THE SCENARIO EDITOR: Creating the Terrain 


- up of a string of connecting segments. To create roads, click 
- : u.rn click anywhere on the map to begin a road segment. 
■--Tit and begin a new one, click on the map again. The road 
i «icr - - you can continue in this way, clicking on the map every time 
* r ent and have the road turn in a different direction. When you 
- rurrent set of road markers, either click on the road button 

:ther feature. Your road markers now appear as a thin black 

„ .. "u.v visible in the simulator. If you are happy with the placement 

B in: - us vou can now click on the Grade button. This makes the road 
i - T r you have placed road markers, and also indents the road into 
- r.g it out in the process. Use this process after clicking the River 
Ir ait r-inm of rivers. The Grade button also levels the ground beneath 
■i t. ires do not hang out into the air. If you wish to remove the river 

- . on the “ 0 ” button. This removes all markers so that they are not 

:.eaves the actual texture and graphics of all rivers and roads you 

. . grade rivers or roads, they indent themselves into the terrain, 

glbr.-- ■; Every time you grade, this indentation increases. Unless you want 
n -:1s, it is best to grade sparingly, perhaps once after you have placed 
- ; i markers, and again after you have finished placing all buildings. 

:: ; id ninety degree turns when placing river or road markers as these 
» ,.>«: s natural. 

i dler and Terrain Covers 

ANDER, the terrain can be set to represent the Desert of the North African 
me Steppe of Russia, or the Winter or Spring of Europe. The default terrain set 
; ut to change it, click one of the terrain buttons near the bottom of the 
...To further reinforce the feel of the setting you have chosen, directly 

- - rrain type buttons are the weather settings. Click on Clear for a clear day 
r effects, Overcast for a light cloud layer with some haze in the air, or Stormy for 

bp ; ud cover with heavy fog effects. 

- move the weather and terrain type buttons are the terrain covers. These are 
;-,e textures that can be used to modify the basic texture of the terrain and 
: m- movement of all vehicles. The exact names of each terrain cover vary 
-1 mg on the current terrain type, but are identical in their effect in the game. The 
a. ; .von represents a slick or muddy texture that makes it difficult for tanks to find 
m - The next button represents a lightly bumpy texture. The middle button is the 
B a texture that is the default for the map. The next two textures are increasingly 
I,.- ;y and slow all movement across them. 

J§, - - times it is useful to clear certain aspects of a map currently under construction. 
I ' --move all surface textures, click on the Clear Surface button. To remove all objects on 
- map, click on the Clear Objects button. Note that clear objects also removes all walls, 
-: zerows, and river and road markers. To return the map to a single, even elevation, 
’ on the Flat button. The elevation that the map is leveled to is set by the Height value. 
‘ return to the default elevation that the map is set to when the Scenario Editor first 
. :pears, set the Height value to 25 meters. 

























USING THE SCENARIO EDITOR: Placing Non-Unit Objects 


Placing Non-Unit Objects 

The Scenario Editor includes a number of trees, shrubs, and rocks. Click - M 


priate Landscape Feature to select that object type. Click anywhere on the me: .i 

_j. 1_ ml ■. •• i 


feature there. The currently selected landscape feature remains active unt_ . 
different type of feature. To 3D-preview the current object, press the Left 
while the object is selected. To create an area of forest, reset the mouse p: ■ 
the brackets appear that allow you to manipulate objects on the map. Yc ■_ 
by pressing the arrow pointer icon at the bottom of the screen. Then, h: l 
L eft Control key, click on any tree on the map, and drag the mouse to setthe sa 
forest section. This creates an indestructible wall of forest that blocks all n> 


As rivers cannot be crossed by tanks, you also need to place Bridges so that ■. - a ia_ 
pass over the water. The bridges that may be chosen appear directly - • • - •■J 
Landscape Features. Bridges can be 3D previewed. 


Hint: When you place any object or unit, a red arrow appears showing who: 
the object is facing. By default, this direction is north. To change the din ... 
down the Left Control key and click on the object. It rotates clockwise thr: 

°f its four facings. This way, units and bridges may be faced so that they an 




To place Structures, click on one of the icon buttons beneath the Bridges, then t 
anywhere on the map. Remember that after you finish placing structural 
should grade so that the buildings appear flush to the ground. Structures nur i 
be 3D previewed. 


Hint: To offset the buildings from the rest of the ground, try placing just a c: ,-- 
squares of a different terrain texture directly beneath the building. Also, it is 
easier to get the physical relation of the buildings accurate if structures and an. 
cial terrain textures being placed beneath them are placed while the map is z 
in to a high degree. 




Hedgerows and stone walls are placed in a way similar to rivers or roads. Click ; - -jm i 
Hedgerows or Walls button and follow the instructions as though you were placing a *3 
or road. The only difference is that walls and hedgerows do not need to be grac-: 


Hint: Scenarios are better when objects are placed with a mind on cover and how: J 
impact the overall tactics of the scenario. Hedgerows are useful for cutting off lint 4 
sight, while walls are lower and provide good cover to the hull while the turret nfl 
has a clear field of fire. 


To accurately place buildings on the map, it is recommended that you use the fifth z nj 
level. At that level, each square is twenty meters. 
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Skoda, Pz-lilR Pz-IIIG, Pz-. .r _ 
Pz-IVG, Tiger, Panther D. Pz-. 
Opel Blitz, Sdkfz 251/1. Szc 
Stug-IIIG, SdKfz-234/1 
BT-5, BT-7, IS 2, KV-1/41. 7- - 
85, T-34/85, BA-6, GMC. 

- erican: M4A3, M4A3/76, M4A3E2 
Truck, M16, M2, M8, MU 

British: Matilda II, Crusader 

Cromwell III Cromwell P- Cry 

Daimler, Sexton, Achilles z'.-: 
: renc h: R-35, Hothckiss, Truck 

Polish: R-35, Truck 
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USING THE SCENARIO EDITOR: Placing Units 
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aced with a mind on cover and hoc ._ 
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Soviet America Britain /ranee ^Poland ^ Forward Observer 


art 



Platoon Size 


Ee ected 
s : Type 


Toggle Axis & Allied 
Units Visible/Invisible 


Toggle Units Visible/Invisible 


. are ready to begin placing units, click on the Units button at the top of the 
,'nen the Units panel appears on the left side of the screen, you see a row of 
; uttons across the top of the panel. Click on one of these buttons to make the 
- mcles and equipment from that nation appear on the Units panel. The nation 
ire. in order, Germany, Russia, America, Britain, France, and Poland. Immediately to the 
±e nation buttons is the Forward Observer button. Click on this to place a forward 
anywhere on the map. The forward observer spots enemy units and reports 
rmation back your forces. The forward observer’s allegiance is the same as the 
■ tonality currently selected. 

--ides available to each nation are as follows: 

..-ram '''si^'PiWPzWJz-MPz : iMEW,'E-imi'PzM7Marder. 

Pz-IVG, Tiger, Panther D, Pz-IVH, Panther A, Panther G, Pz-IVJ, Tiger II, 
Opel Blitz, Sdkfz 251/1, Sdkfz-231, Stug-IUB, Jadgpanther, Hetzer, 
Stug-IIIG, SdKfz-234/1 

ipt: BT-5, BT-7, IS-2, KV-1/41, T-34/41,T-34/42, T-34/43, KV-1/42, KV-IS, KV- 

85, T-34/85, BA-6, GMC, SU-85, SU-100 

toerican: M4A3, M4A3/76, M4A3E2, M4A3E8, M4A3E2/76, Chaffee, Pershing, 
Truck, M16, M2, M8, M10, M-18, M-36 

i.-tish: Matilda II, Crusader I, Valentine, Churchill IV, Comet, Cromwell I, 

Cromwell III, Cromwell IV, Cromwell VII, Firefly, Bren Carrier, Truck, 
Daimler, Sexton, Achilles, Sherman V 
• rench: R 35, Hothckiss, Truck 

;, olish: R-35, Truck 























USING THE SCENARIO EDITOR: Changing Unit S' 




For detailed information about any of the tanks, see the a:: 
in the Tank Statistics and Capabilities starting on page 73 
other units, see Descriptions of Enemy Ordnance starting . z 

To place a unit, first click on a nationality, then on the des.:-: wm> i 
map to place a platoon of that type of vehicle. You can change 
while it is selected; press the Left Control key and click age. ~ - 

the “front” of the vehicle and a 0 symbol means the vehicle is ru 
number of vehicles that appear in the platoon, change the nuzirer 
the top of the Units panel. Platoons can have from one to three % - nr 
platoon’s name or an individual vehicle’s name, select that uni: - • • 1 
the platoon name, you can click on any unit in the platoon, then t 
text box to edit the name. To change an individual unit’s name. t 
click on the Unit Name text box to edit that name. 

You can also change the vehicle types of individual units inside « 
this, click on the unit on the map you wish to change, click on the ve:_ ne ■ 
to replace it with, and click on the Change button at the bottom : 
Remember that only tanks can be swapped into tank platoons, and 
be swapped into non-tank platoons. 


- buttons .—^ * - - — 

-fcscfc of drill are, from teas* si 
mi rite- You can further *4jps 
: r iat tank and changing 
l it Ud*- panel. 

fi — e camouflage pauem tr 
f tie buttons that appear on th*e 


1 


Orders and Hay Poin 


Changing Unit Stats 



Platoon Loyalty 
Platoon Skill Level 


Individual Crew Stats 
Camouflage Pattern 
Select Cursor 



Pander Commander 


Once you have placed a unit on the map, you can change its stats by clicking 
Stats button at the top of the screen to make the Stats panel appear on the left 
the screen. The Axis button and the Allies button at the top of the screen allows y. 
select which side of the conflict each platoon fights on. This way, you can simulate 
tured equipment being used by the other side. 

Just below these two buttons is the Comp At button. If this is highlighted, then the __ 
is computer controlled. Units are set to AI control by default. To create a valid scenand 
you have to set one tank platoon to human control by clicking the Comp AI button so tmc 
it is no longer highlighted. A scenario with more than one human controlled plate c 
is only valid if it is saved as a multiplayer scenario. This control only matters for tanm 1 
since non-tanks are always AI controlled, no matter what this button is set to. 
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.3 - EDITOR: Assigning Platoon Orders and Way Points 


.rm - :he buttons that control the overall skill level of each tank 

- : skill are, from least skilled to most skilled: Conscript, Trainee, 
t m: ■ You can further adjust individual members of the crew in 
- mat tank and changing the numbers that appear under the 

to# r nss panel. 

i — v - camouflage pattern the tank appears with in the scenario 
- - 4 t : _~ons that appear on the bottom of the Stats panel. 


Orders and Way Points 


9 vmm 


~*SM *• • ' »— HB 

Tzsmmmmm 

.-A T M IS..".".—t [a&aJBi 

IIS 




:hange its stats b y diefc, ; 

Panel appear on the 

j* the top of the screen alio,'; 3 

on Th's way, you can simulate 

Jbvi t f iS , iS i ighlighted - then <** natol 
• ^ default. To create a valid scena^j 

oi b\ clicking the Comp Al button so h* 

Thil 0ne / luman controlled pla: , - 
h ‘, c °ntrol only matters for tarn - 
. u ha t this button is set to. 


: *5 to do anything other than sit where they are and shoot at enemies as 
: you have to supply them with orders by clicking on the Orders button at 
- - Screen. The top half of the Orders panel shows the platoon’s name fol- 
i hst of the orders it is currently programmed with. All platoons start out 
:. ;Yalt orders of Attack All Enemy. To change an order, click on any order on the 
j. jn :p of the panel. To erase the order but to leave the slot blank, click on the 
in - To remove the order completely, click on the Delete button. To insert a com- 
jL^ ' -e the current command, click on the Insert button. To simply change the cur- 
m --and, simply select a new command from below. 

Places way points on the map for the unit to follow. . 

Places a withdrawal point on the map. This is where the unit retreats to 

if broken. . 

l I it Repeats a way point so that the unit patrols the area.. 

Orders unit to reconnoiter the area. . 

V te - e Orders unit to reserve mode until a certain event or amount of time has 
elapsed. You are prompted to give the conditions that the unit waits for, 
either until a unit type appears or a number of minutes elapse.. 

ik- - *: Orders unit to defend. You are prompted to select what you want the unit 

to defend. . 

*2CX Orders unit to attack. You are prompted to select what you want the unit 

to target. . 

: jsp Like Attack, but the unit does not stop to engage any enemy units until it reaches 

its last way point. Many tanks may not survive this order. 





























USING THE SCENARIO EDITOR: Setting up Air and A • 


Hint- Even though you are controlling the human controlled 
still a good idea to give the human controlled tank way p: m 
to use these way points to navigate by once you are in the s 


Setting up Air and Artillery Strikes 


Points needed for 
Minor Victory 


Points needed for Major Victory 


Time Available 
(in minutes) 


Victory Conditions 
Lists 


Value of Victory 
Objectives 


Time of Strike 
Allied Strike 
Axis Strike 
Bomber Strike 


Artillery Strike 



To add off-board fire support, click on the Scenario button at the top of 
that the Scenario panel appears on the left side of the screen. Near thr : ■ 
panel is an area labeled Off-Map Strikes. To add a fire support mission, firs" 
side y° u wish t0 have conduct the support mission by clicking on either r - 


or the Allies button in the bottom-left corner of the Scenario panel. Then se#z 
bomber run or an artillery strike by clicking on the Bomber or Artillery bun net 
tom of the Scenario panel. Next set the time you wish the strike to occur t t * 
the times listed just below the Off-Map Strikes header. Now, just click on the $r*l 
and click on the map where you want the strike to occur. 


Victory Conditions 

The last thing to do is set the victory conditions for the scenario. In each scenari 
only have a limited time to complete your objectives. This can be modified bj -jam 
mg the Time available in minutes at the top of the Scenario panel. Each scenn M 
has two victory levels, Minor (partial objectives met) and Major (objectives met 7 
point levels can also be changed at the top of the Scenario panel. When you 
scored enough points to achieve a major victory, the scenario immediately ends j 
one of the victory conditions is “Defend Area”, in which case the scenario ends 
time runs out or all enemy vehicles have been destroyed. To set a victory cond - 
first set the number of points the objective is worth. Then, click on one of the three 
tory objective buttons: 


For Reach objectives, click anywhere on the map. If one of your units reaches --re¬ 
marked area, you receive the listed number of points. You can change the size of d* 
reach objective area by pressing the arrow-pointer icon at the bottom of the screen 
holding down the Left Control key, clicking on a reach objective marker, and draggin- 
the mouse to set the size of the objective area. 




m 
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f-j $ t-stroved. 
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»i\G THE SCENARIO EDITOR: Scenario Creation Tips 
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Barbarossa: 
German armor 
and infantry 
advance into 
the Ukraine, 
1941. 
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\m . - r 7 two options. For Defend Map, you are prompted to select any object 
p u : - end. If this object survives, you gain the listed number of points. For 
:k on an area of the map in the same fashion as a reach objective, 
t - r rsted number of points if there are no enemy units in the defend area 
1 v - scenario. 

» :: - raves, when you click on the button, you can select a specific object 
: : the Map button and then clicking on an object on the map, all enemy 
' vmg on the All button, or a category of objects by clicking on the appropri- 

- all these cases, you receive the listed points every time one of those 
:-?troyed. 

1 Creation Tips 

- * height when the Scenario Editor first loads is 25 meters. The 
Nation is 0 meters and the highest is 100 meters. Sculpt adds or subtracts 

amount from the current height of the map. If you keep adding to the height, 
elevations start to “plateau” once the height of terrain starts hitting 
- ar.d the reverse occurs once the terrain hits 0 meters, if you continue to try and 
r elevation. 

: ace objects in small, tight groups. Lone objects normally look silly once you 
: ;r.ing, but don’t over-populate an area either as this only slows down the game. 
: easier to do if you place objects while zoomed in a good distance. 

'* sections look best when they are used as a backdrop to other structures rather 
me primary object of attention. Also, they are large and impassable objects, so 
in mind how this affects movement in your scenario. 
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■ TANK STATISTICS AND CAPABILITIES 

In addition to giving the statistics for the tanks in the game it..- - 

development throughout World War II, in an attempt to clan t 
and weakness of tanks from different countries at differen:: e- o Mil 
confusion, emphasis is given to those tanks available for n 
other models or tanks types are mentioned only in passing. 

Stats are given for every tank model in the game. Thev isod itifl^l 
that follows: 

Name of the Tank 

Weight: (in metric tons) 

Hull Armor: (front/side/rear) 

Turret Armor: (front/side/rear) 

Main Gun: (ordnance type) 

Top Speed: (in kilometers per hour) 

Crew: (the usual number of men for this vehicle) 

German Vehicles 

It is interesting to note that at the height of their early war success^ m* 
forces often found themselves operating tanks that were markedly infer* 
their enemies. While this was true in France and in North Africa, now;.-- . ■JM 
true than in Russia, where the Germans, operating Panzer II, III and 7 
Czech-built Panzer 38(t) were faced with the larger and more formida; - S tyggjfl 
and KV-1 tanks. 

This single fact more than any other drove subsequent German tank des: gn? -c® 
early war models rapidly gave way to up-gunned Panzer IV, Panthers and i> J 
vaunted Tiger I and Tiger II models. It also spurred the developmen: mm 
Panzerjaeger and Jagdpanzer vehicles (literally “tank hunters”, the German - j 
of tank destroyers) including the very successful Hetzer and Jagdpanther n. : - U 


The Panzerkampfwagen (literally “armored Pz 38 (t)A 
fighting vehicle”) 38(t) was the German Weight: 9.7 



designed Armored Fighting Vehicle, was TopSpeed: . 42 . 

produced by/for the German military - 

between 1938 and 1942. A total of 1411 Panzerkampfwagen 38(t) (versions A thr: :*a 
G) had been built when production ceased in June of 1942. 
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Russia, 1943. 
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_ij t .- ; fwagen 38(t) was held in high regard by German AFV crews for its 

-[ fear — d the durabihty of its transmission. While most German AFVs were 
k , — ghly skilled German engineers, they also tended to suffer from over- 

;esigns - more parts to be assembled (meaning longer production 
- -- pans to wear out and break down (making repairs and the organi- 
, ■ — -;r shops more difficult). This was far from the case of the 
ie - : - -gen 38(t), whose design was simple, easy to produce, reliable, and 
-— iling increases in armor thickness and armament size. 

m - ; urability of the transmission was concerned, some German AFV crews 
the Czech produced Panzerkampfwagen 38(t) chassis could safely 
, than three times as many miles as its German designed and built coun- 
*115 :e developing a desperate need for overhaul and maintenance. 

L -iampfwagen 38(t) fought in Poland, Norway, France and Russia (variants 
n- --ions of the Panzerkampfwagen 38(t) fought on all fronts for the German 
-es for the entirety of the Second World War). As of June 1941, when 
- tz invaded Russia, roughly 25% of the entire strength of Germany’s Panzer divi- 
niisted of some version of the Panzerkampfwagen 38(t). 




V --nt available in Panzer Commander is the Panzerkampfwagen 38(t)A. 150 of 
nr.- -re produced between May of 1939 and November of 1939. The crew consist- 
ur men (commander, driver, gunner and loader). They were armed with a 
- ' KwK 38(t) Skoda A7 and two 7.92mm MG37(t) (one co-axially, one bow 
,,, cted). The power plant was a 125 HP 6 cyhnder Praga EPA. Armor thickness var- 
I „ - m 8mm to 25mm. Many rivets were used in the armor construction, which was 
| - hazardous to the crew - a direct hit on a rivet head (you think this didn’t happen?) 

I . iid cause the remainder of the rivet to ricochet about the interior of the vehicle at 
f -r. high velocities. 
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TANK STATISTICS AND CAPABILITIES: German Vehicle< 



Panzer III and Variants 


The Panzerkampfwagen III was pro- 
duced by Germany between 1937 and Weight: 20.3 
1943. A total of 5733 Panzerkampfwagen Hull Armor: 30/30/30 

III (versions A through N) had been built Turret Armor: 30/30/30 

when production ceased in 1943. M a ! n ^ un: .' 37mrn . 

Top Speed: 40 

The Panzerkampfwagen III was the Crew: 5 
backbone of the Panzer divisions from 


the start of the Second World War through mid 1942. They fought on all fr - 
entirety of the Second World War, and were numerically the most imponar 
AFV until this claim was taken over by the Panzerkampfwagen IV in 1943 
of this shift in importance was the ever upwardly spiraling gun/armor ra: * 
whose competition was fiercest on the Eastern front. The chassis and turre: rz: : 
Panzerkampfwagen III could not accept the stress of carrying a high velocir* 
gun. Due to this, it could no longer be considered a competitive main battle tarn i 
1942 (when the T-34 and KV-1 were appearing in increasing numbers on the I 
front, where the vast majority of tank versus tank combat was taking place). H 
the Panzerkampfwagen III chassis was by no means ever useless - it perfor 
many important roles during the Second World War, even after it was retired fro r 
as a front line main battle tank. 


One important technological advance in the development of AFVs that found its 
in the Panzerkampfwagen III was an intercom system for use by the AFV in cor 
This allowed the AFV crew to communicate quickly and effectively with each :: 
through microphones/headphones despite the extremely noisy environment tha: 
inside of an AFV can be during combat (or at any time for that matter). 7> 
Panzerkampfwagen III was the first AFV design in the world to incorporate this idea* | 
which subsequently became a standard feature on all German AFVs. 


Panzer Commander includes models F,G, H, J and L of the Panzer III series. 
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ajlG 1 of the Panzer III series. 


so* ~.^mpfwagen III F PzlllG 

: } and 1940. The Weight^. 

if 5 men (commander, liH’^ r ™ r . : M 30 / 30 .... 
mi - • and bow machine turret Armor. 30/30/30 

, t -.- .-hides which are 

* *. Commander were Crew : 5 . 

ir.r 5 KwK 35/36 and — : -- ; 

34 -,vo coaxially, one bow mounted), while later production vehicles 
._ armed. The power plant was a Maybach HL 120 TRM 12 cylin- 
5 HP. Armor thickness varied from 10mm to 27mm. During 1942- 
~re rearmed with a 50L60 KwK 39 as main armament. These vehi- 
- sendee as late as June 1944 with the 116th Panzer Division in 

■ 

- it L - : 1941 , 600 Panzerkampfwagen III G were produced. The crew con- 
mmander, driver, gunner, loader and bow machine gunner). Earlier 
r -r. a smaller main gun, while the later production vehicles available in 
- ■ were armed with a 50L42 KwK 38 and two 7,92mm MG34 (one coax - 
r Tited). The power plant was a Maybach HL 120 TRM 12 cylinder engine 
Armor thickness varied from 10mm to 30mm. Adolf Hitler had ordered 
„ . -vimpfwagen III be armed with the 50L60 KwK 39 in 1940, but for some 
pi _•: suicidal?) reason, the head of his ordnance department (his name is lost 
slid odds are he wound up in a ditch) decided to keep using the medium 
;<vvK 38 as it had already passed its acceptance tests. This was a huge 
devastating error - who knows what the outcome in numerous critical 
have been (both in North Africa and on the Eastern Front) if all 
r ~-»agen III had been armed with the high velocity 50L60 KwK 39 from late 
» while not as lethal as the 75L43 KwK 40 or 75L48 KwK 40, it could deal 
• ih the T-34 series of Soviet AFVs at short range (as opposed to point blank 
> - ice 37L46.5 KwK 35/36, or point blank range for the 50L42 KwK 38 unless 

had the luxury of tungsten cored APCR rounds). 

-- Between 1940 and 1941, 308 

Panzerkampfwagen III H were produced. 
NOT ^ 4 jgpjfc > . The crew consisted of five men (comman- 

v 30/30 ' der, driver, gunner, loader and bow 

■ in im machine gunner). Armament consisted of 

- a 50L42 KwK 38 and two 7.92mm MG34 

jg_(one coaxial, one bow mounted). The 

J jr» - plant was a Maybach HL 120 TRM 12 cylinder engine rated at 265 HP. Armor 
I. "ir.ess varied from 10mm to 60mm. This version was nearly identical to the Ausi 
r„v.h the exception of applique armor plates to improve protection, larger road 
m: - s (which then became standard on all vehicles) and a newer and more advanced 
: soension (which also became standard on all vehicles). During 1942-1943, many 
, —ving Ausf H were rearmed with the 50L60 KwK 39. In preparation for Operation 
.. owe (the planned invasion of England) some Panzerkampfwagen III H were con¬ 
ned to be able to travel underwater (for use during amphibious operations). These 
-rides were called Tauchpanzer III , and were used on the Eastern front by the 18th 
inzer Regiment to cross the Bug river at Patulin on June 22,1941. 
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There were 2616 Panzerkampfwagen 
IIIJ produced between 1940 and 1941. 


PzlllJ 

- Weight: 22.3 

The crew consisted of five men (comman- Hull Armor: 5C v ;: 
der, driver, gunner, loader and bow Turret Armor: 3CX:-: 

machine gunner). Some of the earliest pro- Main Gun: Se¬ 

duction vehicles carried the 50L42 KwK T °P. s P eed;40 


38 as main armament, all later production 


Crew: 5 


vehicles carried the 50L60 KwK 39 as main armament (evezn— 
armed with the 50L60 KwK 39). All Ausf J were also armec ; v ,, 
(one coaxial and one bow mounted). The power plant was a v - ran - „ 
cylinder engine rated at 265 HP. Armor thickness varied from mm 
applique plates were now replaced with thicker plates on the —ol mu 
improved overall protection). Due to the better armor protect : wjjt 
killing ability of the Ausf J (as opposed to the Ausf H), it was il wi 
Special’ by the British who encountered it in North Africa. 


PzlllL 

Weight: 23.6. 

Hull Armor: 50/30/53 
Turret Armor: 57/30/30 
Main Gun: 50mm 
Top Speed: 40 
Crew: 5 





During 1942, 653 Pa 
IIIL were produced. Th- n m 
five men (commander. Ml 
loader and bow 
Armament consisted of i 
and two 7.92mm MG34 i:: - 
bow mounted). The power : . 
Maybach HL 120 TRM 12 - -utbb 

rated at 265 HP. Armor thickness varied from 10mm to 51mm, increas-: 
attempt to keep up with the gun/armor race. However, the end was in 
50L60 KwK 39 as the end of 1942 approached - it simply could not defeac: 


series of Soviet AFVs at acceptable ranges. Fourteen Ausf L were still t 
N ormandy in 1944, but were used only as command vehicles. 


By the end of 1943, the Panzerkampfwagen III was almost entirely r* 
the Panzerkampfwagen IV as a main battle tank. The Panzerkampfwagei 
of ability to be armed with larger caliber and higher velocity main arman -u 
the main cause of its replacement by the Panzerkampfwagen IV. However 
the basis for one of the most effective, numerically important and famous AT - 
by the Germans during the Second World War - armed with a 75L24 KwK 40 arc 1 
the 75L43 KwK 40 and 75L48 KwK 40 and converted into a turretless : j 
armored assault gun with a low profile (very useful in tank hunting/ambush sir -1 
the Panzerkampfwagen III chassis soldiered on to the end of the Second Work 
as the Sturmgeschutz III. 


Panzer IV and Variants 

Between 1938 and 1945, 


8579 Panzer- pzlVF 2 


kampfwagen IV (versions A through J) Weight: 23.6 
were produced. If the Panzerkampfwagen Hull Armor: 50/40/20 
III can be called the backbone of the Turret Armor: 50/30/30 


Panzer divisions for the first half of the Main Gun: 75mm 


Second World War, the title must pass to 
the Panzerkampfwagen IV 


Top Speed: 40 
Crew: 5 
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PzIVG 

_ Weight: 23.6 

K! «,. _ ir.vagen IV is regarded by Hull Armor: 80/30/20 


_ - : the greatest AFVs of all 

■to i - :f*rkampfwagen IV Ausf H 
iir ' the bocage of Normandy, 
nr-. -: across Russia during the 
al from late 1943 onward 


Turret Armor: 50/30/30 
Main Gun: 75mm 
Top Speed: 40 
Crew: 5 


-r nain armament (but still a 75mm gun), slightly better armor protection 
r.mor changes that distinguished them from their older brothers, the 
IV Ausf A, but they were all the same basic vehicle. While not the 
■ : the Second World War, it certainly ranks high as one of the best designed 

: Because from 1935 through 1945, while numerous models of AFVs built 

. . c afferent nations became obsolete and disappeared from the battlefield, the 

- pfwagen IV remained a competitive and dangerous opponent until the end 
: — The forethought present in its design allowed it to carry a more powerful 

m .ament and more armor, whereas many other AFVs reached their maximum 
H : mental potential and disappeared long before the end of the Second World 
■hr • erv good comparison is Messerschmitt’s Bf 109 fighter. While not the best air- 
Kr .- the skies by 1944, in the hands of a skilled pilot it was dangerous and com- 
E, . e ven in 1945. The same can be said of the Panzerkampfwagen IV, which, when 
|M : -1 by veteran German Panzer crews, more often than not held their own against 
E, rr advanced enemy AFVs in the later days of the Second World War. 

- - Commander includes the D, F2, G, H and J models of the Panzer IV series. 

- Panzerkampfwagen IV F2 was powered by the 300 HP Maybach HL 120 TRM 12 
1 , r ier engine. Armament consisted of a 75L43 KwK 40 and two 7.92 MG34 (one 
r anal and one bow mounted). It had redesigned armor, more effective than the 
.:: Ique plates of the Ausf E, with thickness between 14mm and 30mm. Although only 
if F2 were produced (this total includes twenty-five Ausf FI that were converted to 
asf F2), between March 1942 and May 1942, their impact was far out of proportion 
the number that engaged in combat. The British, who first faced the Ausf F2 in 
rth Africa, called it the ‘Mark IV Special’ as it proved to be superior to any of the 
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British or American AFVs facing it at that time. In one enga r- - 
Eastern front, eleven Ausf F2 destroyed over sixty T-34 M 4 
ment. While the greater experience and skill of the German ? ami • 
in the war greatly influenced the outcome, the 75L43 KwK - « . 

such a victory possible, allowing the German Panzer crews tc rzs- 
at a much greater range than ever before. The crew consists: 
der, driver, gunner, loader and bow machine gunner). 

Between May 1942 and March 1943 1275 Panzerkampfwagen F\ 

They were nearly identical to the Ausf F2, being powered by the i-i - • 
rying the same armament (a 75L43 KwK 40 and 2 7.92mm MG3-- ■ 
mounted coaxially and the other being mounted in the bow). Arm i 
increased, now varying from 16mm to 35mm in thickness. The cm 
men (commander, driver, gunner, loader and bow machine gunner) 

PzIVH ~ From April 1943 onwanL 

Weight: 25.0 steel armored skirts, ir> 

M. Armor: 80/30/20 ^ ~ HEAT and small caliber b 

i:i:re‘Arr-or: 30/30/20 , rounds) began to a" - • 

S£r Panzerkampflvagen IV. Abo. r, 

c , ew 5 . 1943 onward, ostketten rE&aE 

■ '---wider tracks to assist with tit _ 

muddier ground on the EafnaajL 
began to appear on the Panzerkampfwagen IV as well. From 1943 unth--jj] 
Second World War, whenever a Panzerkampfwagen IV was being repair*: 
going heavy maintenance it was generally brought ‘up to standard’ for w — 
standard was at that time (addition of schuerzen, ostketten, applique arm 
current camouflage schemes, etc.). This resulted in a great number of 
among vehicles within the same unit. From mid 1943 through late : — 
Panzerkampfwagen IV were also coated with zimmerit (a paste designed : a 
magnetic and/or sticky anti tank charges used in close assault, by breakir r 
smooth surface of an AFVs armor and denying magnetic charges metal on rr m 
tact). This was in response to a perceived threat of greater use of specials-: : 
assault weapons by enemy tank hunting teams, but as the threat never mater, ai ■ 
was no longer a standard option by the end of 1944. 

Between March and April of 1943, an additional 412 Panzerkampfwagen IV G 
produced armed with the 75L48 KwK 40. In addition, they were up armored tc - j] 
H/Ausf J standards and when fitted with schuerzen were nearly identical to tt- - jr' 
H/Ausf J. They were powered by a 300 HP Maybach HL 120 TRM 12 cylinder erzrr 
and carried two 7.92mm MG34 in addition to their main armament (one coaxial a i 
one bow mounted). Armor thickness was between 20mm and 50mm, the hea ■ at 
armor any Panzerkampfwagen IV would ever carry into battle during the Sec:: : 
World War. The crew consisted of five men (commander, driver, gunner, loader a: 
bow machine gunner). 
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Panthers 

acting as 

artillery 

support, 

France, 

1944. 


Rnr 

laOurr: 


u: -.Trough July 1944 3774 Panzerkampfwagen IV H were produced, 

- H the classic late war Panzerkampfwagen IV. schuerzen were almost 
it;: jque armor plates bringing the maximum thickness up to 50mm were 
Vusf H as well as all later Panzerkampfwagen IV. Armament consisted 
40 and two 7.92mm MG42 (one coaxial and one bow mounted). In addi- 
42 was sometimes mounted on a pintle mount near the commander’s 

i jainst enemy aircraft and soft targets. The standard power plant was a 

n hl 120 TRM 12 cylinder engine. Armor thickness was between 20mm 
~- e crew consisted of five men (commander, driver, gunner, loader and bow 
ner). 

ii - -44 through March 1945 there were 1758 Panzerkampfwagen IV J pro- 

- - important difference between the Ausf J and the Ausf H (and all other 
: -.vagen IV) was the absence of the electrical turret traverse motor in the 
as removed to make room for greater fuel storage (a bad trade in the eyes 
ir.y AFV crew member). This final production version of the 


npfwagen IV had ‘all the bells 
rues’. Schuerzen were standard, 


PzIVJ 

__ Weight 25.0 IT 

_• . '.92mm MG42 on a pintle mount Hull Armor: 80/35/20 
rommander (in addition to the TurretArmor: 80/38/30 

.\wK 40 and two 7.92mm MG42 MaifGunitSmm. 

coaxially and in the bow). !°P.SP. eed . ; . 3 * * * * . 8 

- T ; interesting addition was the Crew_5- 

-.eidigungswaffe (a 92mm grenade 


Ir tf-or mounted on the commander’s cupola, it was used for added close quarters 
U use and the firing of smoke grenades). Its armor thickness varied from 20mm to 
r- - Aside from the above mentioned differences, it was very similar to the Ausf H 
, the exception of a few minor changes in the exhaust and suspension systems - 

- - changes were made to help simplify production. The crew consisted of five men 
mmander, driver, gunner, loader and bow machine gunner). 

addition to their use in German armored formations, the Panzerkampfwagen IV was 
used by the armies of Finland, Hungary, Bulgaria, Croatia and Rumania during 

- Second World War. After the Second World War, the Panzerkampfwagen IV sol- 
: -red on with the armies of Finland, Egypt, Spain, Jordan, Turkey and Syria. The last 
*-:ord of Panzerkampfwagen IV in combat was their use by the Syrian army during 
r.e 1967 Arab-Israeli war. 
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Panther 


Once they had recovered from the shock, 
the German AFV engineers began to learn 
quite a few lessons from observing the 


Panther D 

Weight: 43.0 

0 _ Hull Armor: 80 K 

excellent design of the Soviet built T-34 Turret Armor; 80 -f -f 
series of AFVs. There are many sources 
that state that the T-34 was the inspiration 
for the Panzerkampfwagen V, otherwise 
known as the ‘Panther’. While the T-34 


Main Gun: 7 ;— 
Top Speed 46 
Crew: 5 


was probably not the inspiration for the Panzerkampfwagen • 
general tended to plan three or more years in advance when i: oar: - t 
cept of the Panzerkampfwagen VI was in existence as early as . - ~ 
sources), it can definitely be said that the design of the T-34 infL-- 
design of the Panzerkampfwagen V would be. In fact, one of the : r . 
of the Panzerkampfwagen V was dropped from the competition 
ance was too similar to that of the T-34; there were honest concerns 
tity on the battlefield. 


There were several key concepts included in the design of the P ar; - 
whose merits were recognized due to the effectiveness of the T-34: 


• WeU sloped armor, giving greater protection for less weight. The Parze _ 
V was the first German designed and built AFV to incorporate heav_. - 


Wide tracks to reduce ground pressure and increase mobility on v. r - 
ground. The Panzerkampfwagen V had close to the lowest ground pr- 
heavy tank that saw combat during the Second World War. 

Usage of a high performance engine for high mobility. AA 
Panzerkampfwagen V was nearly twice the weight of the Panzerkampr. _ 
engine was more than twice as powerful. This (along with the wide rs c 
tioned above and the most advanced suspension designed and deployed : : 
during the Second World War) gave the Panzerkampfwagen V better crc s r , 
mobility and flat out speed than any other German medium or heavy AFV l-- ; 
ing the Second World War. 



In addition to the above mentioned & 
the Panzerkampfwagen had a vsr 
velocity and extremely hard hitting 
armament (the 75L70 KwK 42). The 
of all these concepts and innovations :■ 
incorporated in the design of one sin. 
vehicle resulted in what many expsrnd 
agree was the best all around AFV tc sJ 
combat during the Second World War. The Panzerkampfwagen V was fast, tough b ; ~ 
hitting, and while larger overall than the T-34 it had a very low silhouette for its size. 


Panther A 

Weight: 45.5 
Hull Armor: 80/40/40 
Turret Armor: ii 6/45/45 
Main Gun: 75mm 
Top Speed: 46 
Crew: 5 


One on one with a veteran crew manning it, the Panzerkampfwagen V was more than 
a match for all comers. Fortunately for Germany’s wartime enemies, the odds in taut 
versus tank combat were rarely (if ever) one on one. 
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-fcarding Panzerkampfwagen V effectiveness versus enemy AFVs: 

; Lr.zerkampfwagen V lost to enemy action were victims of enemy 
-" r my air attack. 

..-■jt, numerous combat evaluations, determined that on average it 
>1 - r - iium tanks (‘Shermans’) to destroy one Panzerkampfwagen V 
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at least five to one or Weight: 44.8 

m - the Panzerkampfwagen Hull Armor: 80/50/40. 

r: • . - front line service, tin; Turfft ^ rnRor: 10Q/45/45 “ 

- ~eem even more impres- . 

a - ±e excellent design of the M$P 3ed; . 46 

r teen V and the usually high —-- 

i acis r. - nee and skill of the crews i 

m -_-.em (not to mention the usually superior tactics used by Germany s 
Kr ~ •' ’he platoon and higher levels), they could not defeat the numerical supe- 
- - - - - gay were forced to face. This disadvantage, combined with opponents who 
- es becoming more skilled and more experienced as the war dragged on, 

■ n. - for even the best Panzer units of the Germany military to handle. 

On nder presents all three known production variants of the Panther. D, 

muary of 1943 and September 1943, 850 total Panzerkampfwagen VD 
- : _red. They were armed with the excellent 75L70 KwK 42 and a 7.92mm 
unted coaxially). The first 250 produced carried the Maybach HL 210 P 30 
i:-r engine rated at 595 HP. Due to insufficient testing time, an under-powered 
^ opposed to the engine it was intended to carry), and a combat weight that 
-; design specifications by eight tons, these first 250 Ausf D were plagued by 
i.-.d transmission problems during their combat debut in Operation Zitadelle. 
f. | - -.anal 250, only 43 remained in service by August of 1943. The last 600 Ausf 
Er :, red (also called Ausf D2) were powered by the much improved Maybach HL 
3 ; j 12 cylinder engine, this power plant rated at 715 HP. This engine became the 

oil- aard power plant for all subsequent versions of the Panzerkampfwagen V. Armor 
:: .‘-ss ranged from 16mm to 110mm, and most armor facings were extremely well 
n : -: The crew consisted of five men (commander, driver, gunner, loader and bow 
Kine gunner). 

V»-een August of 1943 and May of 1944, 2000 Panzerkampfwagen VA were pro- 
: sred. Armament consisted of a 75L70 KwK 42 and two to three 7.92mm MG 34 (one 
■ tal one bow mounted, and occasionally one mounted on the commander s cupo- 
It was powered by a Maybach HL 230 P30 12 cylinder engine rated at 715 HP. 
-~or thickness ranged from 16mm to 110mm, and most armor facings were 
• iTemely well sloped. The crew consisted of five men (commander, driver, gunner, 
i ider and bow machine gunner). The main differences between the Ausf A and the 
-her Ausf D were a redesigned turret and mantlet (to provide better sloping/protec- 
-on and eliminate a shell trap on the mantlet), a ball mount for the bow MG position 
as opposed to an unwieldy spring mount which the ad hoc bow MGs most often 
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mounted on Ausf D usually used), slight redesign/chansst - 
mission (to eliminate the teething troubles the Ausf D sufi- 
commander’s cupola, and light armor skirts to protect the 
wheels (similar to, but not actually schuerzen). With the teetii 
D fixed, the Ausf A was a truly formidable AFV. 


Between March of 1944 and April of 1945, 3126 Panzerkam :1 
duced. Armament consisted of a 75L70 KwK 42 and two 7.92rji MG 
al, one bow mounted) and a 7.92mm MG42 (mounted on the e: ma 
was powered by a Maybach HL 230 P30 12 cylinder engine ri -: 
thickness ranged from 16mm to 110mm, and most armor facir.Zr - a 
sloped. The crew consisted of five men (commander, driver, g uzz ■ z 
machine gunner). The main differences between the Ausf G and a -1 
were the removal of the driver’s vision slit and its replaceir.-- - 
periscope and the addition of a nahverteidigungswaffe (a 92mm r 
mounted on the commander’s cupola). 


One interesting side note - the next planned version of the Panzerk&z: i §* i 
the Ausf F. It was intended to be equipped with a FG 1250 infrared s St 
scopic range finder. For night combat operations, they ideally would - z 
platoons of five vehicles alongside a SPW 251/20 Uhu (‘Owl’) equippe* — 
infrared searchlight. Fifty Ausf G actually used the FG 1250 infrared i 
on the Eastern front during the final months of the war, although it is 
conducted any operations with supporting SPW 251/20s. 


Much like the Panzerkampfwagen III and Panzerkampfwagen IV 
kampfwagen V chassis was also used for numerous variants and variam j - . 
The most famous of these (and the most effective tank destroyer to see a - : 
the Second World War) was the Jadgpanzer V (also known as the ‘Jag::m 
which had better armor thickness and protection than the Panzerkampfwa m. 
mounted the even deadlier 88L71 KwK 43. 


Tiger I 

The Panzerkampfwagen VIE, otherwise T j Qer -j 
known as the ‘Tiger I’ was the first weight- 55 0 
German purpose designed and built heavy Hull Armor: 100/80/82 
tank. It was designed to carry the 88L56 Turret Armor: i00/80/80 
KwK 36 (a cousin of the famous German Main Gun: 88mm 
‘88’, dual purpose anti aircraft/anti tank Top Speed: 38 
gun), by far the most powerful tank Crew: 5 
mounted gun at the time of its conception. 

In addition, it was designed with thicker armor plates (though not well sloped/ mm 
any other AFV in the world. With this massive firepower and excellent armor proifc-l 
tion, a very low silhouette for its size, and sinister shape, it soon was the nightmare r 
choice for Allied tank crewmen around the world. It did have several faults however 
The early production vehicles were under-powered for their weight, which gave them 
poor cross-country performance. All versions of the Tiger I had poor range due to the 
massive weight of the vehicle. And earlier vehicles suffered from teething troubles with 
the transmission, which led to break downs more frequent in occurrence than with the 
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ncc-vagen 111 or Panzerkampfwagen IV. Despite these problems, the 
= j en VI Ausf E had a huge impact on the course of the battles it was 
: the later years of the Second World War, with Germany’s Panzer units 

- --and more defensive battles (as opposed to the massive battles of break- 
: maneuver that took place in the earlier years of the Second World War) 

m . smpfwagen VI Ausf E was increasingly more and more ‘in its element’. 

_ •.; were organized into special schwere Panzerabteilung (heavy tank battal- 
m: attached at the Corps or Army level. The crews of the schwere 
-:r - Hung were hand picked, and nearly always experienced combat veterans, 
a - rs, combined with the fact that Panzerkampfwagen VI Ausf E were nearly 

- die center of the most desperate battles, gave the Panzerkampfwagen VI 
i (ame (or notoriety) totally out of proportion with the relatively small number 

- ; reduced. The Panzerkampfwagen VI Ausf E first saw combat on August 29, 

/ a forested swamp near Leningrad. Not even a powerful vehicle like the Tiger 
■i_: vercome such a poor choice of location for the employment of a heavy mam 
fa, - tank The Soviet AT gun crewmen quickly realized they could not penetrate the 
Mrr, armor 0 f the massive Tigers, so they promptly immobilized them by shooting 
i » - -acks and wheels. Immobilized, the Tiger crews abandoned their vehicles and 
« to them, to prevent the Soviets from capturing or studying them. Despite such 
■ - auspicious start, they quickly developed a reputation as a dangerous and tough 
(It :• nent from the time of their next employment (near Tunisia in December of 1942) 
£ the end of the Second World War. 

- n mid 1943 through late 1944, most Panzerkampfwagen VI Ausf E were also coat- 
« with zimmerit in response to a perceived threat of greater use of specialized close 
,-sault weapons by enemy tank hunting teams, but as the threat never materialized it 
s is no longer a standard option by the end of 1944. 

:-tween July of 1943 and August of 1944, 1354 Panzerkampfwagen VI Ausf E were 
- -oduced by Germany. It had a crew complement of five men (commander, driven gun- 
: 7 t. loader and bow machine gunner). The earlier vehicles were armed with an 88L56 
KwK 36, two 7.92mm MG34 (one coaxial, one bow mounted), and several command 
detonated AP mines attached to the hull and turret for added close defense versus 
enemy infantry. The power plant was a Maybach HL 210 P 45 12 cylinder engine rated 
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at 600 HP, and as a result the earlier Panzerkampfwagen VI Aus - ' : 
ered and their off road performance suffered. Early PanzerkampfV Ism 
had several transmission problems, which affected battlefield reacts 
ness varied from 25mm to 100mm, but there was little sloping on ~ • 
ings. However, armor protection was still excellent due to the sh—r n* 
advanced welding techniques incorporated with the armor plate. The aar 
vehicles had several design and armament improvements. The engir- i - 
powerful Maybach HL 230 P 45 12 cylinder rated at 700 HP. A 7 . 92=3 
added to the commander’s cupola, as was a nahverteidigungswaffe 
detonated AP mines were dropped from usage, probably to --- i~t< 
Panzergrenadiers everywhere. The transmission problems were most. tmM 
many of the parts on the later Panzerkampfwagen VI Ausf E were interdi 
with later versions of the Panzerkampfwagen V to simplify production mum 
and repair. A clever device used by the Tiger I (as well as some Panzerkac: - 
and most Panzerkampfwagen V D) was a rotating ring, with markings like 1 - 

from 1 to 12 with finer subdivisions as well) that ran the circumference of 
of the commander’s cupola. The ring rotated in the opposite direction (but 
speed) of the turret. This allowed the AFV commander to instantly tell the turret, m 
tion relative to the hull’s axis - something easily forgotten under the stresses ■ 
combat. It was also an aid for bringing the gun on-line with a target quickly. 7: - r* 
ner had a clock scale as well - when the commander gave the gunner a bearing * -J 
ner! T-34! 2 o’clock!”) the gunner simply aligned his scale with the bearing gh -* a 
the commander and the target appeared in his gunsight. 


Some 90 Panzerkampfwagen VI Ausf E chassis not accepted for production were : m 
verted into Panzer Jaeger Vis (otherwise known as Panzer Jaeger Tigers, Ferdma- a 
or Wants’). This was a Panzerkampfwagen VI E chassis with a heavily’armored 1 
m lieu of a turret, armed with an 88L71 KwK 42/2. 
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- . - -zen VI B , otherwise known as the Tiger II is regarded by many 
- st powerful AFV to see combat during the Second World War. 

-. ^ests it was a later model of the Panzerkampfwagen VI E, it was 
u -r.:irely new design, and resembled a larger Panzer-kampfwagen V 
} i - :rrkampfwagen VI Ausf E. Even heavier than the Ausf E, the Ausf 
-- - iff road mobility and a shorter range, making it an almost purely 
However, this was the posture of most German AFVs during the last 
: \ >r II anyway. The armor was incredibly thick and fairly well sloped, 

- ■ mipervious to enemy shell hits against the frontal armor. The largest 
r. existence could penetrate the frontal armor at close range - if they 

■ mere and survive long enough to get off an accurate shot. Most were 
■v rr 80% of all Tiger II lost in combat were the victims of enemy artillery 
v - and most of these were mobility kills. In other words, the vehicle 
- mobilized without loss to the crew, but the Panzerkampfwagen VI B was 
-.ole to tow or recover due to its great weight; such damaged vehicles 
destroyed by their own crews and/or abandoned. If one quote could sum 
-fa functioning Tiger II in combat, it would probably be this one: 

and destroyed the first and last of the Stalin tanks...My own personal 
-my tanks destroyed in this action was 39”- Karl Korner, sSSPzAbt, 


» ; ^ember of 1943 and March of 
Panzerkampfwagen VI Ausf B 
ir :uced by Germany. The Tiger II 
Tr .v complement of five men (com- 
r_ driver, gunner, loader and bow 
- gunner). It was powered by a 
HL 230 P 30 12 cylinder engine 
"00 HP. It was armed with an 


Tiger II 

Weight: 69.7. 

Hull Armor: 100/80/80 
Turret Armor: 185/80/80 
Main Gun: 88mm 
Top Speed: 38 
Crew: 5 



' \wK 43 - perhaps the best all around lethal main armament carried by an AFV 
^at during the Second World War. There is one account of a Panzerkampfwagen 
i s -b destroying a T-34 at a range of 4.5km! In addition to its main armament, 
:sf B was equipped with three 7.92mm MG42 (one coaxial, one bow mounted, 

: ne on the commander’s cupola) and a nahverteidigungswaffe. Armor thickness 
- -ranging from 40mm to 185mm! This massive thickness, combined with good 
H :C ;g, made the Konigstiger nearly invulnerable to direct fire attacks through its 
- ■ H facing. For most of 1944, the majority of Tiger II were also coated with zim- 
but it was no longer a standard option by the end of 1944. 

- ,vith most other German AFVs, some Panzerkampfwagen VI Ausf B chassis were 
verted for use as tank destroyers. In this case, the result was the gargantuan 
t .-dpanzer VI Ausf B (also know as the ‘Jadgtiger’, or ‘Hunting Tiger’). The main 
.-mament consisted of a 128L55 KwK 44 (the most powerful vehicular mounted gun 
: the Second World War - there are several accounts of it penetrating the frontal 
^rmor of a U.S. M26 ‘Pershing’ at a range of 2100m) and well sloped armor plate with 
i thickness varying between 40mm and 250mm. 
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Soviet Vehicles 

Ironically, though the Soviets began the war with an advantage in terns 
and quality of armored combat vehicles, Stalin’s purges left the Re-: in¬ 
experienced leadership. In addition, trained tank operators and mainara 
cians were difficult to come by, with the result that, when the German .: a. 
much of the Soviet tank corps were in a state of disrepair and many o:‘ m- _ 
had had only a few hours of training with their vehicles. Further, half of £ - > 
strength was assigned as support vehicles for infantry divisions, a role ~ 
unable to concentrate in sufficient force to repel the German Panzer divisors 

Still, the Red Army managed to give the Germans some nasty surprises - r.: : 
of which were the T-34 and KV-1, tanks which were much better armed a.*.: 
than the biggest contemporary German tanks. These had been distributee : 
units in great secrecy and, though deployed only in limited numbers in 
vehicles made a big impression on the German Panzer Corps and would hea d' 
ence subsequent tank designs in Germany and in other parts of the world. 

In addition, the Soviets learned some hard lessons from the Germans regards* I 
use of tanks and began forming more dedicated armored divisions which 
them to employ these vehicles more effectively against German armor. 

BT-5 and BT-7 

Although the Soviets experimented with BT5 
numerous tank designs before the war, Weight '] 1.5 
the BT-5 and BT-7 “fast” tanks were the Hull Armor: 13/13/6 

best of the pre-war tanks employed by the Turret Armor; WIW. 

Red Army. High mobility and high reliabil- M a ! n ^ un: . 45rnm . 

ity coupled with a 45mm anti-tank gun To P s P eed: . 22 . 

made these vehicles highly favored by the --- 

Soviet tank troops. The BT series of 

tanks featured a unique suspension system copied partly from the contemporar 
designs of the American J. Walter Christie. These were characterized by relatively 
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, r wheels which actually contact the ground through the treads) 

pe - r either with or without the treads, although in actual practice the 
<r : ~ removed due to the time required to perform this operation. The 
i-itinguished themselves in combat with the Japanese and in the 
eastern Poland. 

.932 designs were drawn up for the BT-5. It had more a more pow- 
::.an its predecessors, a coaxial machine gun, radio equipment, and a 
A stronger engine would provide greater speed and mobility. It 
-ce until 1941 when its armor and guns became obsolete against the 
n tanks. 

Though outwardly very similar in appear¬ 
ance to the BT-5, the BT-7 featured sever¬ 
al improvements, including a better 
engine, heavier armor and fully-welded 
construction, as opposed to the riveted 
construction employed in previous tanks 
in the series. Both the BT-5 and the BT-7 
are available in Panzer Commander. 

a - of BT-5 tanks began in 1932. It was armed with a 45mm gun and one 

- 7 machine gun, (coaxially mounted). It was powered by a 12 cylinder M-5 

- --gine. Armor was moderately sloped, with thickness varying between 5mm 
IS - ~ The crew consisted of three men (commander-loader, driver and gunner), 
j--7 was very similar, but it had the new M-17T engine, rated at 450HP, and 

- Turret armor . 

- ^-ries 

|tat - . was the T-34 numerous, but in T34/41 

pM# .hen it was first delivered to Soviet Weight:26.5. 

its) it was also the best tank design Hull Armor: 45/45/47. 

- world. If the Panzerkampfwagen V Turret Armor: 52/52/45 
I . —ably the best overall medium tank f ain c Gu ^ ^ 2mm 
i c - Second World War, the T-34 should Mjpeed- 
r : ldIv share the honors. Many of the — ; 

features of the ‘Panther’ (produced _ , 

r - 1943 through 1945) were inspired by T-34 actually deployed by 1940. Some ot 

strengths of the T-34 were: 

- r. credible power to weight ratio for its time. It carried a 500 HP engine when most 
•her AFVs were carrying 100-200 HP engines. 

• \wesome mobility over nearly any type of terrain. This was a result of wide tracks, a 
>. ell designed suspension, and a powerful engine; most other AFVs of the same peri¬ 
od had much narrower tracks. During the bitter Winter battles of 1941 on the Eastern 
front, when the T-34 gave the Germans a hard and merciless wake up call, the 
German infantry had their own name for the T-34, ‘The Snow King’ given to it for its 
ability to operate in almost any extreme of climate, weather or ground conditions. 
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1 Great armor protection and armor design. The T-34 hac • :. 

any other AFV designs had begun to incorporate it, whi — uai ». 

some weight; sloped armor produces a lower silhouette u - 
thicker armor without a slope. 


Good armament. At the time of its delivery, most other AFVs ; u 4.1 
that was between 37mm and 50mm in size; the T-34 was a— -1 
um velocity 76mm gun. 


The early T-34s did have some problems. 
The crew compartment was cramped. 
Communications equipment was inferior 
to that of German AFVs (the Germans 
often defeated Soviet armored units 
early in the war despite horrendous odds 
- superior communications and tactics 
made this possible). The transmission of 


T34/42 

Weight: 28.5. 

Hull Armor: 47/47/47 
Turret Armor: 65/65/47 
Main Gun: 76.2mm 
Top Speed: 55 
Crew: 4 


the earlier models was prone to break down (but then again, all ear.;. 3 m | 
ered this problem). Finally, a two-man turret (as opposed to the thr-~- a 
most German AFVs) lowered the effective rate of fire of the mair. 
reduced combat efficiency in general. 


Despite these problems, the early T-34 was nearly too much for the C - - , 

to handle. In the first year of combat on the Soviet front, the biggest thre es 
(in order of severity) were: 


1. Air attack. (German infantrymen on the Eastern front affectionate:-. ~± w 
pilots Infantrymen with wings.’) 

2. Direct fire from an 8.8cm FlaK 18/36 or other really large gun at mec: r am 

range. (Recall that these types of weapons were not mobile at this point tztm 

3. Heavy artillery fire (An immobilized T-34 was much less of a threat.) 

4. A very close range hit from a first line tank or AT gun to the side or rear a- ■ 

5. Close assault by German infantry (The reason that German infantry were m 
tank killers of World War II was that they had to learn to kill T-34 without AT 


134/43 

Weight: 30.9 
Hull Armor: 47/60/47 
Turret Armor: 70/52/53 
Main Gun: 76.2mm 
Top Speed: 55 
Crew: 4 



In other words, the T-34 was a daui 
opponent that was very difficult : 

Add to this the fact that they outni 
their foes on most occasions and you _ 
understand why the Germans placed - 1 
a premium on tactical skill and initia: • - 
it was their only hope. 


, . As the war progressed, the T-34 becan- 

much improved and many (if not all) of its original faults disappeared. This, comb:: - : 
with Soviet AFV crews who were now becoming more experienced (and thus m -* 
skilled) and better Soviet armored tactics in general (although not ever really the equu 
ot the Germans) made the T-34 an increasingly dangerous foe. 


Between 1939 and 1945, Russia produced roughly 64500 T-34 of one model or anoth¬ 
er. Panzer Commander provides four models of the T-34 series, the T-34/41 T-34/4? 
T-34/43 and the T-34/85. 
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Bigger and 
better: The 
T-34/85 
replaced the 
T-34/43 in 
late 1943. 


c*z .but then again, aUe^a, 

'~ rr -‘ ' as opposed to the 
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^nearly too much for the 
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that was very difficJT 
to this the fact that they outr 

:; --f 06 S 0 „ m „ st 0 ccasi J sa “m^> 
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• ''as their only hope. 

; va f Progressed, the T-34 became 
W fruits disappeared. This, comb.:-: 
more experienced (and thus mar, 

S> lengerts ?«”' 

6«00 W4 of one model or 

• th e T-34 series, the T-34/41, T-34/42. 


el 41 the original model, had a production run of roughly 10Q(k Of these, 
jrr- ,“th the western military districts on June 22, 1941. It was armed with a 
;»n and two 7.62mm DT MG (one bow mounted, one coaxial). It was pow- 
. 12 cylinder V-2 diesel engine rated at 500 HP. Armor was well sloped, with 
varying between 20mm and 55mm. The crew consisted of four men (com- 


During 1941, 2996 T-34/42 were built, 
despite numerous factory relocations due 
to rapid German advances. Originally 
intended as a platoon commander’s vehi¬ 
cle, but rushed into general use due to the 
high demand for its improved main arma¬ 
ment. It was armed with a 76L41 cannon 
and two 7.62mm DT MGs (one bow 
L icied, one coaxial). It was powered by a 12 cylinder V-2 diesel engine rated at 500 
\rmor was well sloped, with thickness varying between 45mm and 70mm. The 
r* consisted of four men (commander, driver, gunner and loader). 

jrhly 9000 T-34/43 were built during 1942 (they needed them, over 6000 were 
:n three battles during the summer of 1942!). This model was nearly identical to 
- 7-34/42, the only difference being minor improvements in the transmission. It was 
ned with a 76L41 cannon and two 7.62mm DT MGs (one bow mounted, one coax- 

a .It was powered by a 12 cylinder V-2 diesel engine rated at 500 HP. Armor was well 

- :ped, with thickness varying between 45mm and 75mm. The crew consisted of four 
men (commander, driver, gunner and loader). 

:-tween 1944 and 1945, 29500 T-34/85 were built. Much like their American and 
British counterparts, the Soviets found their AFVs to be somewhat under-gunned by 
mid 1943 (this coincides with the appearance of the newer and more powerful German 
AFVs). Their solution was to mount a more powerful gun in the proven T-34 design. 
The Soviets had been learning some lessons from the Germans as well over the past 
two to three years, and mounted the new main armament in a new three man turret. 
Crew size was also increased, and a smoke discharger system (although still inferior 
to German smoke dischargers) was added as well. It was armed with an 85L53 Ml944 
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ZiS53/D-5T cannon and two 7.62mm DT MGs (one bow mounted. - -g 
powered by a 12 cylinder V-2-34 diesel engine rated at 520 HP. Arm'::« _ 
with thickness varying between 45mm and 90mm. The crew cons-sr,--; 
(commander, driver, gunner, loader and bow machine gunner). In far, i 
was the T-34/85 design that it would continue in production until 19: - 


As with the Germans, the Soviets also converted some T-34 chassis fir 
destroyers. The two most notable were the SU-85 (mounting the same mi.' 
as the T-34/85, but with no turret and thicker armor) and the SU-10. ~ 
adapted 100mm naval gun with roughly the same AT performance as : 
88L71, and again with no turret and thicker armor). 


KV-1 and Variants 


The KV were heavy tanks. Nearly all mod- Kv^j- 

els of the KV series had extremely thick weight 43.5. 

armor, and they proved a serious Hull Armor: 75/60/75 

headache to the Germans when first Turret Armor: 75/75/75 
encountered. Aside from a track hit, or a Main Gun: 76.2mm 
shell from a very heavy cannon (8.8cm or Top Speed: SB" 

larger), they were nearly invulnerable. Crew: 5 __ 

While not nearly as mobile as the T-34, 
they all carried a 76mm or larger gun, and proved to be a formidable foe we. mi 
1943 (even high velocity 75mm cannon had a difficult time defeating their irmsa 
armor). The main drawbacks of the KV series were poor mobility (as the war : - - 
gressed, more and more applique armor was added to successive KV models in - 
to stay ahead in the gun/armor race - this caused most subsequent versions of the I' 
to have progressively less mobility and even worse cross country performance) an - - 
suffered from a poor interior layout (even though it had a three man turret, the lay.- _ 
was far from optimal - the commander could not be in his cupola while the main a nr., 
ment was being fired). While the layout problems were eventually addressed, the la-, 
of mobility was a permanent problem. By late 1943, the IS [Iosef Stalin) series of heav 
tanks had begun to replace the KV series, with the T-34 now being the only Soviet 
medium tank. In addition to reduced mobility and a poor layout, the KV series also had 
the largest silhouette of any front fine Soviet AFV by 1942. 
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x md humorous side not© - kv-1/42 

■n- • a: transmission gears that w ei gh t V4 7 . 0 . jgM^k . 

p. -• . difficult to shift. To rem- Hull Armor: 110/120/90 ‘ 

~ - rs were actually issued a Turret Armor: 120/120/90 
Kr:_ • lammer, called a ‘shifting Main Gun: 76.2mm 
■i: : ersuade’ the gearshift when Top Speed: 28. 

K|i -T.ctioning smoothly; which Crew: 5 ___ 

Hfc time. 

pur KY series was a victim of ‘natural selection’ among AFVs. It’s massive 
■ fc*: : : i main armament made it a viable AFV from 1941 through 1945, but 
Ejr: - irmed, better armored, and more mobile heavy tanks became available it 
pr!i • irr given priority in terms of production. The Germans, notorious for pro- 
IB "i* -; j many variants, could have benefited from learning this lesson. In addi- 
C - -j to compete with the newer IS series, the KV series became slowly out- 
JE the Soviets shifted from the defense to the attack on a strategic level, 
i! n bring to drive and not exceptionally fast or mobile, it was left behind in the 
teleological race. 

Li,k. il this, it served well and was a very important part of the Soviet Union’s 
K m forces from 1939-1943. During that time, and in those circumstances (des- 
Kk' :efensive fighting versus a tactically superior foe) it proved invaluable. Its 
Kl kt. fault in the end was its inability to change enough to stay competitive in terms 
■nr : wer, protection, and mobility. This does not make it a poor tank design - many 
Bum - -sinks built by many other nations suffered the same fate. 

literv -nr 1939 and 1943, the Soviet Union produced roughly 6160 KV tanks. Four 
BZLic of the KV series are represented in Panzer Commander, the KV-1/41, KV-1/42, 
Y, 5 and the KV-85. 

« opiiy 830 KV-1/41 were built between 1939 and 1941. 508 were in service on June 
-41. The KV-1/41 saw its first major combat versus the Germans, but some 1/41 
,r rvpes saw action near Summa, Finland as early as December of 1940. Armament 
• - fisted of a 76L35 cannon and three to four 7.62mm DT MG (one bow mounted, one 
_cal, one in the rear turret, and occasionally one on the commander’s cupola). It 
i : a cr ew of five men (commander, driver, gunner, loader and bow machine gunner). 

■ was powered by a V-2-K12 cylinder diesel engine rated at 600 HP. It was known for 

taring transmission and engine problems --- 

r more frequently than the T-34 series. KV- 1 S 

rmor thickness varied from 40mm to Weight 42.5 . _ 

‘5mm, with almost no sloping. However, 

“like most tanks, thickness was nearly as 
great on the rear and side facing as it was i0D speed- 45 

: .i the front facings. Even the top armor ■'. .. 

jlates were close to 35mm thick. 

Between mid 1941 and mid 1942, approximately 2000 KV-1/42 were produced. 
Armament consisted of a 76L41 cannon and three to four 7.62mm DT MG (one bow 
mounted, one coaxial, one in the rear turret, and occasionally one on the commander s 
cupola) It had a crew of five men (commander, driver, gunner, loader and bow 
machine gunner). It was powered by a V-2-K12 cylinder diesel engine rated at 600 HP. 
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Mobility was further reduced from the effect of added app 3 - 
thickness varied from 40mm to 120mm, with almost no si::.: - 
plates were nearly as thick as front plates. Top armor plat-- ■ ■_ 1 
in most areas. 


KV-85 

Weight: 46.0 

Huli Armor: 75/60/60. 

Turret Armor:' 160/110/100 
Main Gun: 85mm 
Top Speed: 40 
Crew: 4 



A total of 1232 KV-M 
between 1942 an: ; —; 
skorostnoy, which ; 

This model was an _ 

heavy tank with gre ai m pn 
The onlyprobk 
the armor th 
reduced. This, combine: 


any sloping, gave the KV-1S far less protection than a T-34 withe r ~ - M 
mobility. The only real advance in the design of the KV-1S was s 
t^ee man turret - one in which the commander could now be in his - * 
mam gun was in action. Armament consisted of a 76L41 cannon =r.: - 

DT MG (one bow mounted, one coaxial, one in rear turret). It had a -• m 
(commander, driver, gunner, loader and bow machine gunner) It was *. . 
2-K 12 cylinder diesel engine rated at 600 HP. Armor thickness vans: r 
85mm, with almost no sloping. 


Only 130 KV-85 were produced from mid 1943 to late 1943. In attorn; 
the appearance of the ‘Tiger’ and ‘Panther’, the chassis of the KV-1S was 
the prototypical turret of the IS-1. The IS-1 turret had a much improve 
when compared to the ‘new’ turret of the KV-1S. As a result, crew size was —— 
tour men (commander, driver, gunner and loader) without a large drop in ; - -J 
ciency. Armament consisted of an 85L53 M1944 ZiS53/D-5T cannon am 
7 .62mm DT MG (one bow mounted, one coaxial, one in the rear turret- 1; m 
ered by a V-2-K12 cyhnder diesel engine rated at 600 HP. Armor thickness-. ar - 
30mm to 160mm, with almost no sloping on hull facings but fair sloping on - - 
taemgs and mantlet. There were none remaining in service by January 1944 ■ - , 
prising considering a production run of only 130 vehicles and the rate at v, - - 
Soviets used up tanks. 




Only the KV-1S chassis was converted for use as an assault gun (and the only eun 
of this bemg the SU-152). However, the IS series was based on a redesigned - 
and chassis - so the KV series never did totally ‘fade away’. 


IS-2 


The IS-2 was the most numerous (and arguably the best) Soviet late war heavy tarn 
see action. It was the predecessor of the IS-3, a tank which was the benchmark i - 
nearly every heavy tank designed between 1945 and 1960. The IS stood for lea*? 
Stalin, the entire series being named in honor of Russia’s current leader/dictator t 
was basically a redesigned KV hull and chassis (with improved armor design/slopir-- 
and a much improved suspension and transmission) with a new three man turret Th* 
intended mam armament was originally an 85mm cannon (for the IS-1 the same 

ZT?Z U f d ? th , e T '. 34/85 and KV ' 85) ’ then a 100mm cannon (the same used by the 
oU-100), but by the time the IS-2 was ready for production a 122L43 M1943 D-25 
cannon was chosen as the main armament of the IS-2. The 100mm gun had slighth 
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-rformance, but the 122L43 M1943 D-25 had far superior anti-per- 
l" e and was also easier to mass produce. Overall, the 88L71 KwK 43 
w - -: yn, but no one would enjoy being engaged by a company (five vehi- 
■: ±eir five 122mm tubes. The first time IS-2s were actually used in 
. -sun Sjevkenskovskij (the ‘Korsun Pocket’) in February of 1944. 

wn for good mobility and cross country performance (excellent for an 
: - very thick and very well designed/sloped armor, and a very powerful 

p _ ... all wrapped up into a surprisingly small overall silhouette for a heavy 

si z - and power. In short, it was another armored nightmare for the German 
righting in Russia. 

.v ugh a fierce opponent, did have three notable drawbacks. The first was 

pj - - jf fire of the main armament. The second was the relatively low number 
U ument rounds stowed within the tank itself. Its last Achilles’ heel was its 
v ;h was vulnerable to high velocity AP rounds. German AT and AFV gun- 
i » ustructed to fire at the mantlet of all IS-1 and IS-2 with AP40 (extra high 
prcr irmor piercing rounds with a core of tungsten or some other dense 
E There are numerous records of kills versus IS-1 and IS-2 (as well as IS- 
jKfinners using AP40 (nicknamed ‘Arrowhead’ by many gunners) fired from 
; iK 40 and 7.5cm KwK 40. 

f 0 : 1944, several improvements_ 

>.ng routinely incorporated into IS_2 . 

:esign. The result was a variant Wei .9 ht: . 460 . 

ailed the IS-2M. The IS-2M was y 11 f™ or: ^S inn 

,:entical to the IS-2, with the fol- 
; exceptions: the hull armor was jop Speed: 37 

in even greater slope, which dra- crew: 4 ". . 

_v improved its effectiveness and 
y machine gun was added to the 
- binder’s cupola. 

was the final version of the IS-2, which was then followed by the even 
:: -- advanced IS-3. However, there are no documented accounts of IS-3 actually 
- 7 combat during the Second World War. The IS-2M is the variant represented 
: - nzer Commander. 

|--veen mid 1944 and 1945, Russia produced approximately 1500IS-2M. The IS-2M 
. —.ed a crew of four men (commander, driver, gunner and loader). It was armed with 
22L43 M1943 D-25 cannon and three 7.62mm DT MGs (one in a fixed bow mount 
ired remotely, one coaxial, and one in the rear turret) and a 12.7mm M1938 DShK 
,(mounted to the commander’s cupola) . It was powered by a V-2 IS 12 cylinder 
: -sel engine rated at 520 HP. Armor thickness varied from 19mm to 132mm, and was 
rry well sloped. 
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American Vehicles 

Although the United States didn’t enter the war officially until 19- 
often appeared in Europe, Russia and North Africa as part of the Lenc-la 
The British, in particular, were happy to acquire American vehicles — 
erally better armed and armored than the British tanks of the time. 


Initially, U.S. tank development was hampered by the then-currem : - J 

placed the responsibility for operating tanks and developing new tank = : -a 
in control of the infantry. However, developments in Europe and the fj— all 
German Panzer divisions forced the creation of a separate American Arc -- 
and the development of larger and better-armed vehicles, including v 5 
Sherman tank, which would be the most widely-used tank in the American u . 
armed forces. 


Although the Sherman was a capable vehicle, American combat doctrine ca_ -: 
use of special-purpose vehicles designed specifically for countering the threat 
tanks. This led to the development of some of the most interesting U.S. army -. 
the M10, M36 and M18 tank destroyers. Unlike similar vehicles developed : 
nations, American tank destroyers were essentially tanks in all but name. T :k 
they mounted full turrets with armament comparable to or better than the Ar a 
tanks of the day. 


Finally, the British produced a number of variants of American vehicles equipp-: 
British weaponry, most notably the very capable 17-pound gun. These will be~: 
lighted in the section on British vehicles. 
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Lid Variants 

-- of the most widely produced tanks of the war and saw the develop- 
• ns variants. The M4 chassis was derived from that of the M3 Grant, an 
-r ... rich was distributed to British and Soviet forces early in the war. The 
- n significant improvement over the Grant since it mounted a 75 mm can- 
whereas the Grant had its 75 mm gun mounted in the hull, limiting 
„ several U.S. companies produced the Sherman with a variety of power 

- 7 ,-pe most favored by the U.S. Army was the M4A3, which had a 500HP 

:ne engine. 

n * * named after a U.S. General 
• nnrican Civil War) was a very 

- part of the “Arsenal of 
cs ’ While it did not excel in any 


M4A3 


31/ 


Hull Armor: 50/38/38 
Turret Armor: 75/50/50 

it was competitive, adapt- Main Gun: 75mm. 

r - rtive, and reliable. It was Top Speed: 41.8. 

: ■: exploit breakthroughs. At the -- 

I ts development, U.S. Army doc- 



BHfzed its role as suppressing enemy infantry during the course of a breakout 
ring said breakout when it was achieved. Tank destroyers and anti-tank 
* — supposed to neutralize enemy AFVs. 

- - M4 was a sound design, it did have its drawbacks. It had a high silhouette for 
■ -" md compared to the German tanks of the day, the Shermans were under armed 

-ored. It was not uncommon to see Sherman tanks with improvised armor, 

- j additional welded plates, sandbags or concrete! It was widely held at the time 

! -.."ok six Shermans to kill one Tiger tank. The Shermans also had a disturbing 

.- - 3 itv to explode spectacularly when hulled, due to a combination of gasohne 
m - in d poorly designed ammunition stowage. In fact, British M4 crews had a slight- 
mfattering name for their lend-lease M4s — “Tommy Cookers . 

_ _____ Like the tanks of the other major powers, 

the Shermans would find themselves 
increasingly overmatched by the advanced 
German tank models. By early 1944, the 
75L40 was found to be ineffective versus 
the Panzerkampfwagen V and 

Panzerkampfwagen VI. In an effort to 
counter these advances, some Shermans 
.-re gradually improved with larger turrets and a more powerful, higher velocity 

*6L51 cannon. However, this change took place at a rate slower than what U.S. 

~ews would have liked (the slow rate of change was a result of doctrine overcoming 
-eality in the minds of certain generals - probably ones who were not facing Tiger 
- d Panthers in AFV vs. AFV combat). At the time of the Normandy invasion, only one 
f ™ M4s was armed with the 76L51. A. .he end of the Second World War 
roughly half of all M4s were armed with the 76L51. Some M4s were armed with 
105mm howitzer for dedicated anti-infantry work. 


fcpc 31-1 
Bn 50/38/38 
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This upgrading program necessitated fur- M4 a 3 E 8 
ther advances in suspension design, result- Weight: 32.0 
ing in the M4A3E8 - also known as the Hull Armor: 62/38/38 
“Easy Eight,” which was distinguished by Turret Armor: 62/62/62 
its “horizontal volute suspension system.” Main Gun: 76mm 
The HVSS suspension featured a wider TopSpeed: 418 
track and paired road wheels that better 
distributed the weight over the tracks. Later 


Crew: 5 


Shermans also featured “wet stowage” for ammunition to help reduce tf.T L-- 


As the deployment of an American heavy tank (the M26 Pershing) would n: ■ 
until 1945, a special assault version of the Sherman tank was developed 
tured greatly increased armor thickness. The armor on the M4A3E2 
Sherman was thick enough to have a chance of withstanding hits by the 7' 
Panther and the 88L56 of the Tiger. Jumbos were often placed as the lead -_ 
column, as they had a good chance of surviving the initial shots of an AT a: 
However, their mobility suffered as a result of the added armor weight. Tte-e 
meant for close support of infantry in the assault against Axis fortifications. 
these were manufactured with the 75 mm gun, about one in six were field-up 
to carry the more powerful 76 mm gun. 



TANK - ■ • - 


M4A3E2 

Weight: 37.0. 

Hull Armor: 102/76/38. 

Turret Armor: 152/152/152 
Main Gun: 75mm 
Top Speed: 35.4 
Crew: 5 



The Sherman tank set high standard w 
reliability, mobility and ruggedness, c i 
it a prominent place in the histor a 
World War II combat vehicles. 
Sherman, like its counterpart - 

Panzerkampfwagen IV, was adapta: - 
There are still roughly 500 M4s still i 
active duty to this day with the militar.- 


of several Nations. Their last great AFV vs. AFV Actions took place while they four: 
for the Israeli Army during the Arab-Israeli War. In Panzer Commander five models : f 
the Sherman are represented: the basic M4A3 - Sherman and its upgraded counter¬ 
part, the M4A3/76; the M4A3E8 - Sherman “Easy Eight” and an upgraded variare 
the M4A3E8/76; and the standard version of the M4A3E2 - Sherman “Jumbo”. 
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Srerman tank set high star:-. 
unfit}, mobility and ruggedm -. 

■t place in the ft :i - 
W Uar 11 combat vehicles 
like its counterpan 
f^Pftvagen IV, was adapts 
- ^-e still roughly 500 M4s sr_ 

: day with the mikta- 

-caons took place while they fount 
' AN2H » Commander five models . 
merman and its upgraded count.- 

“ d an ^graded variar. 

±A3E2 ~ Sherman “Jumbo”. 



• >30 M4A3 - Sherman were produced between June 1942 and March 
w -re armed with a 75L40 cannon and three machine guns (two .30 
; ne bow mounted and one coaxial, plus a .50 machine gun mounted on 
rer's cupola). Armor varied from 38mm to 75mm in thickness, and the hull 
re riveted. The preferred engine on all models of Shermans was the 500 

gasoline engine. Crew com-_ 

r.s Sherman and all others M4A3E2/76 

m : commander, driver, gunner, Weight: 37.0. 

; :; w machine gunner) when Hull Armor: 102/76/38 

In - early 1944, as the 75mm gun Turret A rmor: .! 5 ^ 15 ^ 52 

i.ss effective versus the heavily Main . Gljn:76m . m . 

H r^rman tanks, some Shermans I 0 P.?P9.9 d . : . 35 -. 4 

-“ed to carry a 76mm gun, in a r - — - 

c . .vn as the M4A3/76. 

-44, the standard production M4 (which also fought on in the Korean War) 
M4A3E8 “Easy Eight.” It had the improved HVSS suspension, a gyrostabiliz- 
s ~ain armament (although most crews preferred not to use it), and was armed 
i 151 as its main gun. It also had two .30 machine guns (one mounted coaxi- 
;her bow mounted). It’s armor thickness ranged from 38mm to 62mm, and 
jtfliii. i cast frontal hull and a cast turret, which improved protection versus AP and 
IK - _i This was probably the best overall model of the M4 ever produced. 

r 1 c May and July of 1944, 254 M4A3E2 Sherman “Jumbo” were produced, 
-fc -nmho saw its first combat action in September 1944. Its armament consisted 
| & 75mm M3 gun, and two .30 machine guns (one mounted coaxially, the other 
-ounted). It’s armor thickness ranged from 38mm to 152mm, and was well 
P These were often field upgraded to carry a 76mm gun, in a variant know 
M4A3E2/76. 

_ - Chaffee 



.r_: tanks have been a part of the M24-Chaffee 

- clean combat arsenal since the begin- Weight: 17.5. 

: r of tank warfare, the chief advantage Hull Armor: 25/25/13. 

eg that light tanks are easier to trans- Tu 7 e l A . rmor: . 25 ® 25 
- and can be more rapidly deployed. 

■ - M24 Chaffee represents the pinnacle 
American light tank development 
.-.rough World War II. Appearing in 1944, 

- e M24 replaced the earlier M3 and M5 Stuart models in American tank battalions 
izd served for many years after the war. Though lacking the armor and offensive 
. inch of the larger American tanks, the M24 was very fast for a tank and its 75 mm 
ran gave it very good hitting power for a tank of its class. 


































Approximately 4070 M24 Chaffee were produced between „ 4 
1945. They first saw action at the Battle of the Bulge (Decem> - 
in service throughout the world until the late 70’s. It was arm- :* 
aircraft gun and two .30 machine guns (one coaxial and one : u 
Cadillac 44T24 petrol engines rated at llOhp each. It’s arm. : 
10mm to 25mm, and was moderately sloped. Crew complem 
(commander, driver, gunner, loader and bow machine gunner 


M26 Pershing 

M26 - Pershing 

Weight: 41.8 
Hull Armor: 102/76/51 
Turret Armor: 102/76/76 
Main Gun: 90mm 
Top Speed: 32 
Crew: 5 


The M26 had its g 
series of experiment 
tanks which were buih 
and middle stages of the ic 
ance of more advanced j 
most notably the Tiger 
desire for a tank with a m:c 
mm gun and armor capa: - 


to tire from the new German vehicles. Political differences between ha 
department and Army Ground Forces over the new tank design de n 
tion an d deployment of the M26. However, the Ardennes offensive, in '- 
1st Army got pounded by German forces, highlighted the inadequacies : 3 • 
tanks and cleared the way for deployment of the heavier Pershings. Tz - 
arrived in Europe in early 1945, almost too late to see service; five were : r 
battle for the Remagen bridge, but were thought to be too heavy to be V - 
cross the damaged bridge. The M26 was an excellent AFV, but the war w is 
over before it got a chance to prove this to its opponents. Perhaps the great*s 
ment of the M26 was its role as the predecessor to the M60, one of the pr_n 
AFVs during the next 30 years, and which would continue in service with ' 
Army and Marine Corps through the 1980’s. 


Approximately 700 M26 Pershing were produced between November of 1 — 
November of 1945. The tank was low slung, with a silhouette lower than that i 
M4. It was armed with a 90mm M3 anti-aircraft gun and three machine guns r 
one coaxial and one bow mounted, along with a .50 on the commander’s cute 
was powered by Ford GAF V-8 petrol engine, rated at 500hp. It’s armor thi 
ranged from 50mm to 105mm, and was extremely well sloped. Crew complem * - 1 
five men (commander, driver, gunner, loader and bow machine gunner). 
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111 ™ \ chicles 


i* :i- ? having invented the tank in World War I, England struggled throughout 
-r II to produce tanks of sufficient caliber and in sufficient quantity to counter 
-man threat. This resulted in the British acquisition of numerous American 
md Sherman tanks and a whole series of ‘hybrid’ vehicles with American chas- 


■t- ma Bnerman tanKS ana a wnoie senes ui nynuu vcmum mm nnmitou u.a. 

■» i_-: British armament. Nevertheless, British industry did produce some notewor- 
k -:_:les like the Cromwell and Churchill tanks. 


produced between November o' ' u. 

1 ith a silhouette lower than ma; 

• -’ra.. gun and three machine guns mi 

on the commander's c c 
raw at SOOhp. Ks armor ££j 

sloped. Crew complor.-- ... 
wand bow machine gunner). 


■r >- tank production followed two general lines of development: the cruiser tanks 
pr were originally developed from prototypes provided to England by American 
designer J. Walter Christie, whose designs also heavily influenced the Soviet tank 
nuasmy; and the infantry tanks which were designed as close support vehicles for 
arntry operations. 


-_sader Series 


" ■ - British had several different classes of Crusader l 

each with its own intended duties Weight: 19.3. 

responsibilities. The A15 (hereafter Hu . IIArmor 4 P /27/30 . 

-- ferred to as the Crusader) was a ‘Cruiser Armor: 40/30/30 
'snk’. Its job was to exploit break- 
-roughs, racing behind enemy lines and Crew . 5 
-using the collapse of an enemy’s front by : 

-using pandemonium in the enemy’s rear 

meas with mobile attacks against artillery units, supply lines, headquarters, etc. The 
rusader formed the backbone of British armored units until the arrival of American 
.end-lease AFVs during the campaigns in North Africa. 


TANK STATISTICS AND CAPABILITIES: BritishVehicles 100 


Crusaders 
in Europe: 
Early war 
British 
armor in 
France, 
1940. 


'Alien first introduced into Britain’s arsenal, the Crusader had numerous problems 
with its transmission and engine, which caused frequent breakdowns. This was a 
result of the Crusader being rushed into active service in 1939 nearly straight from the 
drawing boards - not nearly enough testing time for an AFV of that era. When the 
Crusader first saw action - with the 6 th Royal Tank Regiment of the 7th Armoured 
Brigade during Operation Battleaxe (the attempt to relieve Tobruk) in June of 1941, 
more Crusaders were lost to breakdowns than to enemy action. 
































1ANK STATISTICS AND CAPABILITIES: British Vehicles 



TANK ST-.T ' ' - - 


An interesting feature on most Crusader I and a few of the ear? 

II was a bow mounted machine gun mounted in a small ‘sur : 
sub turret was deleted from the design. It was often remove; ; 
replaced with a field adapted bow mounted machine gun. The - j 
ventilated, cramped, and worst of all - difficult to escape from ~ m 
a good thing when combined with a lightly armored AFV in com: e. 

Through 1941, its armor and main armament made it fairly com ; an. 
being limited to a 6-pounder (57L52) OQF cannon for its main a--~ 
became obsolete with the arrival of the Panzerkampfwagen IV A - 2 
1942 onward, it was already outmatched by the Panzerkampfwa:- - 
Crusader III and the Panzerkampfwagen III Ausf J had similar m? - E 
the armor protection of the Crusader III was inferior. Though the 
and had a very low silhouette, it could not keep up with the gun/anr.; • nm 
tually disappeared from the front lines of battle. 

Despite all the shortcomings mentioned above, the Crusader was a czsaa - 
left behind by the advance of technology. It was the mainstay of the Bna 
divisions until mid 1942. With the arrival of the Grant, then the Shermm 

Cromwell, the Crusader was slowly phased out of service as a front lire -T 
1943, most had been replaced. 

Between 1939 and 1942, Britain produced 4350 ‘Crusaders’ (models I thr :.- 
addition to the production figure stated, there were 1373 Crusaders bur: a 
purpose variants - recovery vehicles, self propelled anti-aircraft vehicles - v 
Commander uses only the first Crusader. 

Approximately 1300 Crusader I were produced between June 1941 to Msi 
It was powered by a Nuffield Liberty 12 cylinder engine rated at 340 HP A: 
consisted of a 2-pounder (40L52) OQF (“Ordnance, Quick Firing”) cannor. r: i 
7.92mm BESA MG (one mounted coaxially, the other in a bow sub turret, as ex; a. 
above). Armor thickness varied from 5mm to 40mm with decent sloping. A fair n, 
ber of rivets were used in the armor construction, which led to some prob.rzs 
combat. Crew complement was five men (commander, driver, gunner, loac-r 
bow machine gunner). 

Cromwell Tanks 

The Cromwell was numerically the most Cromwell I- ' -- 

important British-built cruiser tank of Weight 28.6 
World War II, forming the main equipment Hull Armor: 76/51/51 
of British armored divisions in 1944-45 Turret Armor: 76/51/51 
along with the Lend-Lease Shermans. For Main Gun: 6pdr 
the first time, the British Army’s armored ^op Speed: 43.4 

divisions had an indigenous tank that they - 

could rely on and put faith in. The 

Cromwell was an attempt to address many of the inadequacies of earlier Cruiser 
models. Heading the list of improvements were a better engine derived from the Rolls 
Royce Merlin aircraft engine, more armor protection and the more powerful 
6-pounder gun. 




:•••: addition of the even 
■ -.Tine, the Cromwell was die 
ic: most powerful of Bri; - 
me time, but the narrowness 
: --vented its being upgunned 
then the main armamei 
itK - required to be used in an ann- 
• but experience in the deser. ----- 
. - - a showed that after a 
- ;-r.try and anti-tank guns 
one that could also fire high esplnw 


c 6-pounder was a big improsw 
series, it was still unabl 
’ rces to divert long-range arnlk-ry 


; - table redesign was nece -- 
weapon in general, a m 



.maneuvered and outran the r.y-- 
. Cromwell crews relied on t 
Cromwell are available in Pavt 


Cromwell I was the original prod - - ' 

: - ; ame available for service m Decestj- 
- mider, gunner and loader in 
a as powered by a Rolls Roy 
;; under cannon and two i .92r.r..:-? -- 
me bow). Armor thickness varied 


-he main difference between ti 
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0 the ‘"adequacies of earlier Cruise* 

- - £ hener engine derived from the Rolls 

- Protection and the more powerful 


Cromwell III 

Weight: 28.0 
Hull Armor: 76/51/51 


i/-r addition of the even better 
- rme. the Cromwell was the 
i m : most powerful of British tank 

.. me time, but the narrowness of Turret Armor: 76/51/51 

; - -. ented its being upgunned fur- M ain . Gun: ..6P dr . 

- ml then the main armament gun Jop Speed: 51 : 5 

squired to be used in an anti- rew --■ 

but experience in the desert and 

;a showed that after a breakthrough the main targets were not tanks but 


e iintry and anti-tank guns. What was needed then was not an armor piercing 
i ne that could also fire high explosive shells against these softer targets. 


. die 6-pounder was a big improvement over the 2-pounder employed in ear- 
. _ series, it was still unable to fire a high explosive round, thus requiring the 
-;rces to divert long-range artillery in support of tank operations. 


: -rable redesign was necessary to remedy this situation. To provide a more 
>-££ weapon in general, a new 75 mm gun was designed for use in British tanks 

which could use either AP or HE American 
ammunition from the Sherman tanks, and 
had the power to knock out a Tiger tank. 
The Cromwells from Mk. IV on were 
equipped with this gun. 


* iv 


76 51/51 
- 76/51/51 
[tin air: T 5mm 
; 51.5 ' 

*nr 5 


After the break out from Caen, the 
Cromwell was able to do the job it was 
designed for, pursuit and exploitation of 
the assault. Often the Cromwell squadrons 


i—an covered and outran the heavier German tanks, but were always outgunned. 
~t - Cromwell crews relied on their superior training to overcome this. Four models of 
r - Cromwell are available in Panzer Commander, the I, III, IV and VII. 


Lromwell I was the original production model. Roughly 600 tanks were made and 
- -ame available for service in December 1942. Crew complement was five men (com¬ 
mander, gunner and loader in the turret, driver and bow machine gunner in the hull). 
- ;vas powered by a Rolls Royce Merlin aircraft engine. Armament consisted of a 6 
pounder cannon and two 7.92mm BESA MG (one mounted coaxially, one mounted in 
±e bow). Armor thickness varied from 51mm to 76mm. 


The main difference between the Cromwell I and the Cromwell III was new Meteor 
-ngine that gave the Cromwell ample power and speed. About 200 tanks were made 
between 1943 and 1945. 


About 70 Cromwell IV tanks were made available November 1943. Armament con¬ 
sisted of a dual purpose 75mm gun that could fire both AP and HE shot, and two 
7.92mm BESA machine guns (one mounted coaxially, one mounted in the bow). The 
strong Meteor engine powered it. Its armor ranged from 51mm. to 76mm in thickness. 
Crew complement was five men (commander, gunner and loader in the turret, driver 
and bow machine gunner in the hull). 
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About 1500 Cromwell VII tanks were 
produced from June 1944 to June 1945. 


Cromwell VII 

Weight: 28.5 


It was a reworked Cromwell IV. Main Hulj Armor: 101/56/51 


armament was the same dual purpose 
75mm gun, and two 7.92mm BESA 
machine guns (one mounted coaxially, 
one mounted in the bow). The Meteor 
engine also powered the Cromwell VII, 


Turret Armor: 101/56/51 
Main Gun: 75mm 
Top Speed: 48 
Crew: 5 


and it had wider tracks, a stronger suspension and a geared dow- : ~ 
period between major services. Its armor was strengthened with -:: 
ed on the hull front, thickness ranging from 50mm to 105mm. Cre -3 
five men (commander, gunner and loader in the turret, driver and :. ■ a 
ner in the hull). 


A3 4 Comet 


The British had an excellent anti-tank weapon in its 17-pounder, but pr>i 
lems delayed its appearance in a British tank until the Comet appears; 
almost too late to participate in combat in the European theater. N 
Comet was the first British tank that could approach the German Pant"- 
performance and firepower and is noteworthy for that reason. 


The A34 Comet was the last of the Cruiser Tank series and was originally : 

an improved Cromwell but ended up an almost total redesign. To avoid v- _ , 

widening the hull, as had been necessary with the A30 Challenger to cu.f - 
pounder gun, the British designed a new “compact” version of the 17-pour. Mr 
shorter barrel, shorter breech, and lighter weight. This 77mm gun had a p--' _ 

and penetrating power only slightly inferior to the 17 pounder gun and fire: 2 - m 
ammunition. The Comet proved a fast and reliable tank, the first British AF\ 1 n 
near matching the German Panther in performance and gun power. 


im. 



Approximately 1200 Comets were : jm 
between September 1944 to May . -- :J 
and some stayed in British Army sera J 
until 1958, while tanks sold to other 
were still going strong two decades xmr 
The Comet did not enter combat unt;’ s5m 
crossing the Rhine in March 1945, flic 
a few vehicles were issued earlier m 
December 1944. It was powered fc. i 
Rolls-Royce Meteor V12 engine rated at 600hp. Armament consisted of a 77mm g_: 
and two 7.92mm BESA machine guns (one mounted coaxially, the other in the bow 
Armor thickness varied from 50mm to 105mm. Crew complement was five men (cor.- 


Comet 

Weight: 35.8. 

Hull Armor: 101/50/50 
Turret Armor: 101/50/50 
Main Gun: 77mm 
Top Speed: 46.7 
Crew: 5 


mander, driver, gunner, loader and bow machine gunner). 
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da II Infantry Tank 

: ritish conceived the role of infantry tank as being distinct from that of the more 
I hbdt uverable cruiser tanks. These vehicles would need to go no faster than walking 
a - would be heavily armored and suitably armed for an infantry support role. The 
| h z ca I, the original British infantry tank, mounted only machine guns but was capa- 
f surviving under fire of the best German tanks of the day. Unfortunately the lack 
o anti-tank weapon limited its tactical usefulness. 

‘ - -i. the British returned to the drawing Ma tilda Mk. II 

ird and developed the Matilda II, a weight: 276. 

-;ch larger tank that mounted the 2- Hull Arririon 75/70/55' 

: under gun. Its lack of speed, inability to Turret Armor:. 78/57/57 

: - upgunned, and the lethality of the 88 Main Gun: 2pdr. 

•.•ntually caused its demise, but despite T°p Speed: 22. 

u; shortcomings, the Matilda II played an uluri- 

unportant role in the war in North Africa. 

- first saw action in June 1940, and was more than equal to the Italian tanks it faced 
in that campaign, being dubbed “Queen of the Battlefield.” Unfortunately, the Germans 
arrived with their 88 mm Flak guns, which could easily defeat the Matilda’s armor at 
bng range. Worse, the Matilda II could not mount the larger British tank guns, so its 
importance declined and after 1942 it was used only in secondary roles. However, the 
Matilda can claim to be the only British tank that served and fought throughout World 
War II. The Matilda II is represented in Panzer Commander. 

Between December 1937 and August 1943 2987 Matilda II were produced. It was 
powered by a twin AEC engines rated at 87hp each. Armament consisted of a 2- 
pounder gun and one 7.92mm BESA machine gun (mounted coaxially). Armor thick¬ 
ness varied from 50mm to 80mm; its thick hide and well protected tracks made it vir¬ 
tually indestructible to all but the German FlaK 88 . Crew complement was four men 
(commander, driver, gunner and loader). 







































TANK STATISTICS AND CAPABILITIES: British Vehicle, 


— 




Valentine Infantry Tank 

The name Valentine derived from the date when the design was submits: - * 

War Office, 14 February 1938. The Valentine began service in late 1940 ai: 
ally used in the cruiser tank role due to the shortage of cruiser tanks availat - 
Valentine had some of the same shortcomings as the Matilda - mainly lov. - 
an under-powered gun. It had one advantage over the Matilda, however, in i~ - qnim 
accommodate a larger turret and, hence, could be up-gunned to use the 6-p; -_zj me wm 
ensuring a longer life span. The main drawback to the Valentine was that s: l - . 
the turret was restricted, allowing only a 

three man crew. The British 8th Army’s Valentine Mk. IX - 

employment of a few Valentine IX in March Weight: 18.6 
1943 Tunisia was apparently their only use Hull Armor: 65/43/43 
in action by the British. Almost half of the Turret Armor: 65/43/43 

Valentine and its variants were sent to the Main Gun: 6pdr. 

Soviet Union. The Valentine IX is the I°P.?P eed: .? 4 :i. 

model represented in Panzer Commander. - 

Approximately 630 Valentine IX were made. Its main gun was a 6-pounder, it hi: : 
machine gun. It was powered by a GMC diesel engine. Armor thickness ranged fr n 
43mm to 65mm, and sloping was moderate. Crew was three men (commander-loe i-~ ! 
and gunner in the turret and driver in the hull). 

Churchill Infantry Tank 

The A22 (hereafter referred to as the Churchill) was an ‘Infantry Tank’ - its job was t 
travel with infantry and provide direct fire support to them. Mobility was not really & 
requirement (in fact, the prototype was only required to have a maximum cross-coun¬ 
try speed of 17 KPH). Heavy armor protection and a main armament with good anti¬ 
tank and anti-personnel capabilities were requirements. It would be nearly three years 
of hard development and redesign before the requirements were fully met, but in the 
end the Churchill has been regarded by many as one of the great AFVs of the Second 
World War. By 1943, the British had determined that their two class tank system 
(“cruiser” tanks - stressing speed over armor in their designs and used as cavalry was 
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pit- and “infantry” tanks - stressing armor over speed and used to fight along- 
Kw ,r:rv and help achieve breakthroughs of the enemy’s lines) was a flawed con- 
K ‘ - A27 (‘Cromwell’, effectively a ‘heavy cruiser’ tank) was becoming available 
la : - nr rhill appeared to reaching the end of its operational life. 

L' 7 jnisia, the Germans retreated into 
ll . cged and steep terrain of the Churchill IV 
Ib:; :: ir. hills. The Churchill got a second weight: 39.7 
I. - and that was all it needed. From Hull Armor: 102/74/70 

of Tunisia to the mountain pass- Turret Armor: 1 02/74/70 f r 

p c Italy to the marshes of the M 3 ! 1 ). Gun: 6pdr. 

■v r -lands to the dark and wet forests of To P s P. eed . : , 24 : 9 . 

fcr-r. any itself, the Churchill marked its - -- 

la. - on the list of the most famous and 

if.-re AFVs of all time. When no tank could be mobile due to limits imposed by ter- 

■a ■ -.de Churchill was there alongside the infantry. It was tough enough to take almost 
v.mg the enemy could throw at it and armed with a dual purpose gun that could 
<m strongpoints or enemy armor. It was one of the first tanks ever able to engage 
-—an 88mm gun batteries and live to tell about it; Churchills killed the first “Tiger” 
t -: by the British. 



.-to its awesome armor protection and spacious interior, a number of Churchills 
* --e converted for use as engineer vehicles, bridgelayer vehicles, and flamethrower 
- -.icles (these being called ‘Crocodiles’). There are accounts of Churchill Crocodiles 
- ~:ng action as late as the Korean war, and Churchill engineering vehicles were in 
-.-vice with the Irish army as late as 1970. 


: r:ween 1941 and 1945, Britain produced 5640 ‘Churchills’ of one type or another. 
T.-.e Churchill IV is the model represented in Panzer Commander. 


'-.arting in mid 1942, 1622 Churchill IV were built. It had a cast armor turret, differ- 
-nt from earlier models, designed to carry a new 6 -pounder (57L52) OQF cannon. This 
:.ew turret gave slightly inferior armor protection, but it was seen as a necessary evil 
:o keep up in the gun/armor race. Crew complement was five men (commander, dri¬ 
ver, gunner, loader and bow machine gunner). It was powered by a Bedford 21 liter 12 
cylinder engine rated at 350 HP. Armament consisted of a 6 -pounder (57L52) OQF can¬ 
non and two 7.92mm BESA MG (one mounted coaxially, one mounted in the bow). 
.Armor thickness varied from 75mm to 130mm with almost no sloping. Armor protec¬ 
tion was extremely good on all facings. 
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Sherman VC ‘Firefly’. 

When no other British built tank seemed capable, it was decided that the M4 Sherman 
(flying British colors) would carry the 17-pounder (76.2L58) cannon during and after 
the Normandy landings. There were many doubters of this conversion, but a prototype 
proved that only a small amount of change to the M4 Sherman was needed to make 
this possible. At this point, there was a great emphasis placed on conversion, so that 
by June of 1944 there was an average of one ‘Firefly’ per troop (platoon) of M4 
Shermans in British armored units. 






























StuGIIIG 

Hull Armor: 50/30/30 

Turret Armor: -. 

Main Gun: 75mm. 

Tod Speed: 40 

The StuGIIIG was almost identic^ : 
Although it was the same size, it r.aa a t. 


Firefly 

Weight: 34.0 
Hull Armor: 51/38/38 
Turret Armor: 76/51/51 
Main Gun: 17pdr 
Top Speed: 40.0 
Crew: 4 


This was crucial. With the 17 pounder 
(76.2L58) the British now had a tank with 
a main armament that was superior to 
that of most German AFVs, and only 
slightly inferior to the weaponry of the 
Panzerkampfwagen V. It was primarily 
given the duty of ‘overwatch’ - staying 
hidden in cover and covering advancing 

British tanks with less powerful weapons as a main armamer.: ta 
German Panzerkampfwagen V and Panzerkampfwagen VI. German ? '12 
a healthy respect for the 17 pounder (76.2L58) armed Shermans - in ' 
had orders to engage Fireflies first in any engagement. 

It is a common myth that German Panzer ‘ace’ Michael Wirtm ar- n— 
a platoon of Fireflies’. In fact, his vehicle (along with himself and his ere 
when an aerial bomb scored a direct hit on the engine compare - 1 : 
Panzerkampfwagen VI Ausf E. The resulting fire detonated both the 
and ammunition. 

Between 1944 and 1945, Britain produced roughly 600 ‘Fireflies.’ The C ; —. 
for British AFVs represented a 17-pounder (76.2L58) main armament. The ~ 
mon version of the Firefly was the VC (a converted Sherman V). It had arr.: - 
in thickness from 35mm to 80mm and was well sloped. Crew complemen: - 
men (commander, driver, gunner and loader). 


In addition to converting the Sh - | 

these Lend-Lease AFVs were als<: ® 

is by British Forces. The United States -- 
Britain 7,167 of the 7,499 M4A4 pr t .-at 
(redesignated Sherman V by the Er . 
which they became available in ,1 

- 1943. The Sherman V were actually - 

or versions of their M4A3 cousins. WS* 

their armor was identical, with thicknesses ranging from 35mm to 40mm, the er;_ 

was inferior, resulting in a slower vehicle. In addition the turret was changed ad; 
weight and it carried only a 75mm gun. With these disadvantages, it’s no surprise ttt: 
the British chose to upgrade some of their Sherman V to Fireflies! 


M4A4 - Sherman V 

Weight: 32.2. 

Hull Armor: 50/38/38 
Turret Armor: 75/50/50 
Main Gun: 75mm 
TopSpeed: 40.0 
Crew: 5 


StuG II1B 

-u Armor: 50/30/30 

Turret Armor: -. 

Main Gun: 75mm. 

"op Speed: 40 

The Sturmgeschuetz was built 

er to produce than turreted tanks. ar.c => 

StuG IIIB was used in assault gur. zr.: 
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OP.SCRIPTIONS OF r.V 


i :~e of the Ordnance 

Amor: (front/side/rear) 

Vet Armor: (front/side/rear) 
c_ - Gun; (ordnance type) 

Speed: (in kilometers per hour' 

German Mobile Ordnance 


I INSCRIPTIONS OF ENENH (IRON 1 

ction is a catch-all, desenm;.:' 
not able to control, such as tar.?, 

; - n for each vehicle as follows. 


etrating capability. 





































































DESCRIPTIONS OF ENEMY ORDNANCE: German Mobile Ordnance 
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■ DESCRIPTIONS OF ENEMY ORDNANCE 


StuG IIIG 

Hull Armor: 50/30/30 
Turret Armor: - 
Main Gun: 75mm 
fop Speed: 40 


The Last Line: 
A camouflaged 
assault gun 
waits for 
the Allies , 
Germany, 

1945. 


~'_s section is a catch-all, describing the capabilities and uses of enemy ordnance you 
ltt not able to control, such as tank destroyers and gun emplacements. Statistics are 
r -n for each vehicle as follows: 


German Mobile Ordnance 


StuGIIIB 

Hull Armor: 50/30/30 
Turret Armor: - 
Main Gun: 75mm 
Top Speed: 40 


The Sturmgeschuetz was built on a PzIII chassis. The StuG III was cheaper and quick¬ 
er to produce than turreted tanks, and their low height was helpful in ambushes. The 
StuG IIIB was used in assault gun and tank destroyer units. 


nme of the Ordnance 

-. Armor: (front/side/rear) 

\rret Armor: (front/side/rear) 

Vain Gun: (ordnance type) 

*:p Speed: (in kilometers per hour) 


The StuGIIIG was almost identical to the StuGIIIB, however its gun was superior. 
Although it was the same size, it had a longer barrel that gave its shells increased pen¬ 
etrating capability. 
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mrerMPTIONS OF ESg 


251/1 Halftrack 

Hull Armor: 15/8/8 
Turret Armor: 10/8/8 
Main Gun: 7.92mm 
fop Speed: 50 



An armored semi-tracked vehicle, the 251/1 was designed as a tr> : 
Panzer Divisions capable of accompanying tanks into battle. 


SdKfz 231 

Hull Armor: 15/8/8 
Turret Armor: 8/8/8 
Main Gun: 20mm 
fop Speed: 85 



The Sonderkraftfahrzeuge ‘Special Vehicle’ 231 was an 8-wheeled arm: 
as a reconnaissance vehicle with good cross-country mobility. 


SdKfz 234/1 

Hull Armor: 15/8/8 
furret Armor: 16/8/8 
Main Gun: 20mm 
fop Speed: 85 



The Sonderkraftfahrzeuge ‘Special Vehicle’ 234/1 was also an 8-wheeled a- --g 
reconnaissance vehicle. It was an improvement over the earlier 231, with a her - - » 
pension improved offroad performance, more space for ammunition and a mor- - •. - 
ily armored turret armor. 


Opel Blitz Truck 


Hull Armor: 2/2/2 


furret Armor: - 


Main Gun: - 
fop Speed: 77.2 



The main truck used by the German Army to move its troops and supplies by roac 


Warder 

Hull Armor: 35/15/15 
Turret Armor: 30/10/10 
Main Gun: 75mm 
fop Speed: 40 
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Speed: 80 _____ 

-he BA-10 was an armored car v.r.r a - 
iecame the standard equipment :: r* 
armored brigades. 


Truck. 

Hull Armor: 2/2/2 

Turret Armor: -. 

Main Gun: -. 

~op Speed: 77.2 _ 

Lend-Lease truck that had i: 

main trucks used by the Red Ar 

, _.1,+ +V,rv “TTQA StPHC'.-T- 



The Marder was a stopgap self-propelled anti-tank gun on a tank chassis made nec¬ 
essary by the Germans inability to stop the Soviet T-34 and KV tanks. Used mainly with 
Panzerjaeger (tank-hunter) detachments. 
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mto banie. 


3T!T«!r. 1 


31 was an 8-wheeled am 11 "ly 

xuntry mobility 



■ I : zip anther was a heavy tank destroyer, and with its gun, armor, and speed, one 
I m : deadliest. The Jadgpanther was issued to special units whose sole job was tank 

■driving. 


mrwr 



:: 20/20 



Bui ^—cr: 60/20/8 

.—m 

||pr , ■ 

dr L" 75mm 
"m iesG: 40 




- Hetzer was a mobile anti-tank gun on a PzKpfw38(t) chassis and was used to 
•: lace the earlier Marders. The Hetzer was a very well-designed vehicle, it had a low 
a- i compact silhouette and the well-sloped armor provided good protection. 

riet Mobile Ordnance 


- also an 8-wheele: - 
lover the earlier 231, with a - ilK 
space for ammunition and a more 


-10 

Armor: 16/6/6 
et - 'nor 6/6/6 
fen Gun: 45mm 
lx Speed: 80 



The BA-10 was an armored car with a light tank turret mounted on top. The BA-10 
became the standard equipment of reconnaissance units as well as independent 
armored brigades. 


: its troops and supplies by roac 


^ un on a tank chassis made nec- 
- sr.d KV tanks. Used mainly with 


Truck 

Hull Armor: 2/2/2 

- M 

Turret Armor: - 

Main Gun: - 


Top Speed: 77.2 



Lend-Lease truck that had better oli-road mobility man soviet maae u uu^,. uuo ui me 
main trucks used by the Red Army to move its troops and supplies by road Many 
locals thought the “USA” stenciled on the truck stood for “Ubiyat Sukmsyna Adotta , 
translated to “kill that @!*#?&#!@*% Adolf.” 
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C - -alftrack 

« *r~or: 6/6/6* 
%r*inor:- 


... .T..IW 1 




P3.X5F m 

B*r~ha yt 




r 


description- 




was designed to pro' 

• 0 tank destroyer. The mat: a - 
;er was that it could fire tv.tee as 
: as the 17 -pounder. 


54.3 


armored semi-tracked vehicle 


With the deployment by Germany of the new Panther and Tiger tanks, much has ■ J 
made by Soviet designers to produce a countermeasure. The designers were r -: :» 
task of producing a self-propelled gun possessing high mobility, excellent arm job ■ 
ing capabilities, high rate of fire, and satisfying the requirements for rapid pre c - «. 
The SU-85 was this vehicle. 


With the application of the 85mm gun to the T-34, it became necessary to increase thi 
firepower of the self-propelled guns. The Soviets started to replace the SU-85 with tir 
SU-100. The SU-100 proved to be an effective means of destroying German hear, 
tanks and tank destroyers - such as the Panther, Tiger, and Jagdpanther. 


Hull Armor: 75/45/45 


Turret Armor: - 


Main Gun: 100mm 


Top Speed: 48 


SU-85 


Hull Armor: 45/45/45 


Turret Armor: - 


Main Gun: 85mm 


Top Speed: 47 


SU-100 


Ml 6- Halftrack 

Hull Armor: 6/6/6. 

Turret Armor: 6/6/1. 

Main Gun: Quad : 50cal 
Too Speed: 72.4 


An armored semi-tracked vehioi 
machine guns mounted in the pas 


r: - Hellcat 

Armor: 13/13/13 
mor: 19/13/13 

.-I" Gun: 76mm. 

Speed: 80.4 


Incorporating the exper, 

;esigned to the principle oi St - 
v armored. The open turret f-. - 
was the fastest tracked vehic.e 


American Mobile Ordnance 

M8 - Greyhound 

Huli Armor: 16/IO/io 
Turret Armor: 19/19/19 
Main Gun: 37mm 
Top Speed: 88.4 

The M8 was designed as a light, highly mobile, armored reconnaissance car. 



W110 - Wolverine 

HullArmor: 37/19/13 

Turret Armor: 63/25/25 

Main Gun: 3 inch. 

Too Speed: 48,3 




A 3-inch gun mounted on - - 
armored vehicles. It embodied 
The main disadvantt - 

shell splinters and aircraf. 
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- jKxson 

rcr it 19/19 
75 32/102 
hr. 90mm 
EEC 483. 



!36 was designed to provide a more powerful self-propelled anti-tank gun than 
.no tank destroyer. The main advantage that the 90mm gun had over the 1, - 

- ;er was that it could fire twice as fast even though it could not penetrate as much 

- r as the 17-pounder. 



C- Halftrack 



I r, 6/6/6 



1 Tin? 4~ior: - 
I fc • Sun: - 


--- 

: 2 :eed: 64.3 



i- armored semi-tracked vehicle, the M2’s primary function was as a reconnaissance 
-hide and a machine gun carrier. 


^-ther and Tiger tanks, much Lis* mm 
®«sure. The designers were r. . : r , 
- mobility, excellent arm - • - - 
&e requirements for rapid proc . - „r 


4. it became necessary to increa - 

• replace the SU-85 wit 
|? ears destroying German hean 
- : ?- r and Jagdpanther. 


: red reconnaissance car. 


t18- Hellcat 

Armor: 13/13/13 c- 

'. rret Armor: i 9/13/13 
Uai n Gun: 76 mm 

Speed: 80.4 ___ 

incorporating the experience gained thus far, the M18 was a new tank destroyer 
resigned to the principle of ‘Shoot and Scoot’, highly mobile, low-silhouette, and light¬ 
ly armored. The open turret obtained better vision but at the expense of protection. It 
was the fastest tracked vehicle of the war. 


M16 - Halftrack 

Hull Armor. 6/6/6 
Turret Armor: 6/6/1 
Main Gun: Quad .50cal 
Top Speed: 72.4 

An armored semi-tracked vehicle, the M16 was a halftrack with quad .50 caliber 
machine guns mounted in the passenger area. 



M10- Wolverine 

Hull Armor: 37/19/13 
Turret Armor: 63/25/25 

Main Gun: 3 inch. 

fop Speed: 48.3 

A 3-inch gun mounted on a M4 tank chassis was designed for use against tanks and 
armored vehicles. It embodied heavy firepower, excellent mobility, and sloping armor. 
The main disadvantage was an open-topped turret which left the crew vulnerable to 
shell splinters and aircraft. 














































DESCRIPTIONS OF ENEMY ORDNANCE: British Mobile Ordr.z - - 


Truck 

Hull Armor: 2/2/2 
Turret Armor: - 
Main Gun: - 
fop Speed: 77.2 



General Motors Corporation made this 4x4 truck used to move pers;: * * 

British Mobile Ordnance 


Daimler Armored Car 

Hull Armor: 16/8/8 
Turret Armor: 16/8/8 
Main Gun: 2pdr 
fop Speed: 80 



An armored scout car with a tank turret mounted on top that enabled the 
look after itself on the battlefield. 


Truck 

Hull Armor: 2/2/2 
furret Armor: - 
Main Gun: - 
fop Speed: 77.2 



The Lend-Lease agreement sent many of these General Motors 4x4 trucks to B 
where they were used to move personnel and cargo. 


Sexton 

Hull Armor: 40/35/35 
furret Armor: 27/18/18 
Main Gun: 25pdr 
fop Speed: 40.2 



The Sexton was a self-propelled artillery gun designed and made in Canada to use the 
standard British 25pdr artillery gun. 


Achilles 

Hull Armor: 37/25/25 
furret Armor: 63/25/25 
Main Gun: 17pdr 
Top Speed: 48.3 



In British service the M10 tank destroyer armament was replaced by a 17pdr gun 
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Hotchkiss H-39 

Hull Armor: 40/40/40 
"jrret Armor: 40/40/40 

'.tain Gun: 37 mm. 

~:p Speed: 36_ 

\ light tank adopted by the Frer.j-'-J- 
was comparable to anything the Ge. _ 
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Hull Armor: 2/2/2 

Turret Armor:. £ 

Main Gun:. 
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The French and the Poles hac ::.r 
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DESCRIPTIONS OF ENEMY ORDNANCE: French And Polish Mobile Ordnance 


mt ;.r* er 

HU rrcr 12/12/12. 

- : 12 / 12/12 
is kr ught Machine Gun 



v Bren Carrier was a Universal Carrier mounting a Bren light machine gun. An 
Dred tracked vehicle, the primary function was as a troop carrier. 

■mch and Polish Mobile Ordnance 


^sault R-35 

-.mor: 25/20/25 
'. ?. Armor: 45/45/45 
te~ Gun: 37mm 
~:o Speed: 20 



\n early war light infantry support tank adequately armored and armed - but too slow, 
.'."hen war was declared this was the most numerous of all the French tanks. These 
anks were also exported to the Poles at the start of the war. 


Hotchkiss H-39 

Hull Armor: 40/40/40 


Turret Armor: 40/40/40 

Nagll . gMp 

Main Gun: 37mm 


Top Speed: 36 



A light tank adopted by the French cavalry. With an upgraded 37mm gun, the H-39 
was comparable to anything the Germans had at the time. 



---- 

Truck 



Hull Armor: 2/2/2 

Turret Armor: 


ar -' : ma de in Canada to use tbt 

Main Gun: 

Top Speed: 77.2 



The French and the Poles had their own 4x4 trucks used to move personnel and cargo. 


35 'eplaced by a 17pdr gun. 






































DESCRIPTIONS OF ENEMY ORDNANCE: Stationary Gun Emplac-- - 


Stationary Gun Emplacements 

Other than tanks and other mobile 
enemy units, in Panzer Commander you 
can also face dug in infantry units, 
wielding a variety of ordnance. All gun 
emplacements are housed in one of 
three types of bunkers: the standard 
square concrete bunker; a hexagonal 
concrete bunker, which allows for a 
greater range of fire; or the more vulner¬ 
able sandbag bunker. The firepower 
coming from these bunkers varies from 
nation to nation, but comes in one of 


three basic categories, machine guns, rockets and anti-tank guns. Although n s d 
cult to tell what a bunker is shielding by sight, pay attention to your informs 
a message appears there when the bunker has been identified by your men. 



Machine Guns 

Machine gun emplacements are common, and every country has them, housec 
of the three kinds of bunkers. While generally ineffectual against your tank’s arm; c n - 
noise from their attack can be annoying and distracting. Also, although machine :.:s 
may not be immediately dangerous, with repeated fire it is possible for them to Lsl- 
age parts of your tank such as the treads or the main gun. Tanks are often called up:: 
to clear out machine gun nests, because of their near invulnerability; infantry and : m -r 
vehicles you may be escorting can be destroyed by an overlooked emplacement. 


Rockets 

World War II also saw the development of anti-tank rockets, like the America: 


“bazooka”and the more powerful German Panzerfaust. These fired short range 
unguided missiles—really little more than grenades—carried a high-temperature 
explosive designed to melt through tank armor. Their limited range and accurar. 
made their use an act of great bravado. However, while their effectiveness generally is 
greatly diminished with distance, their weapons can wreak havoc at greater distances 
on poorly armored tanks, and other vehicles which you may be escorting. In Panzer 
Commander only the Germans and the Americans generally possess infantry emplace¬ 
ments armed with rockets. 


description- 



. he primary anti-tank w 
rounds—not unlike the m 
and anti-tank guns were - 
ammunition. Anti-tank guns 
though an experienced gun crew 
respond to an immediate threat 

Like their motorized counter; i'- 
destroying your vehicle from a 
guns can pose a serious threat, tba 
anti-tank guns in Pan: 

German Anti-tank Guns 

Throughout the war the Germans 
guns of increasing size. Thess r.z: 

the Germans—especially :r. - 

French and Soviet tanks mate -- 

PaK 38 

A common early-war German . 
round. This was a similar weapc 
somewhat more powerful. 


Anti-Tank Guns 

Tanks were such formidable weapons that all combatants in World War II put a great 
deal of emphasis on dealing with this threat. While it was common for each side to 
counter with tanks of its own, this was not always practical or appropriate, depending 
on the tactical situation. Defensive positions in particular were well suited for arming 
with less-mobile weapons, freeing tanks for those situations where their mobility could 
be used effectively. 


PaK 39 

Another towed weapon 
of the war. This was a simuar - 
employed in the Panzer . ■ • 
chassis to form the Hetzer tan ■ : 

Flak 88 

Originally designed as an . ' ' 

the feared “eighty-eight r -.—- 

serve increasingly thr - 
this weapon in an armor - - 
Jagdpanther tank destroyers 
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ecrual against your tanks am:: tv 
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..r.erability; infantryar.d :zxr 
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Long arm 
of the 

Wehrmacht: 
The crew of 
an “88” scan 
the horizon 
for targets. 


The primary anti-tank weapons were towed cannons which fired armor-piercing 
rounds—not unlike the main armament of most tanks. In fact, often tank main guns 
and anti-tank guns were designed around the same mechanisms and fired the same 
ammunition. Anti-tank guns were commonly employed in defensive emplacements, 
though an experienced gun crew could deploy one quickly enough in the field to 
respond to an immediate threat. 

Like their motorized counterparts, anti-tank gun emplacements are capable of 
destroying your vehicle from a distance. Protected by the walls of their bunkers, these 
guns can pose a serious threat, that is best avoided when possible. The capabilities of 
anti-tank guns in Panzer Commander are listed below by country. 


~ ff~ rocket s, like the America: 
-. _ ;us:. These fired short rang¬ 
ed a high-tempera:..-, 
rheir limited range and accuracy 
—~ -Heir effectiveness generally 
• - . -ak havoc at greater distance? 
' y c - may be escorting. In Panze.- 
enerally possess infantry emplace- 


-.ar.o in World War II put a great 
? • • V3S common for each side to 
~2. ~cal or appropriate, depending 
: " ere well suited for arming 

: where their mobility could 


German Anti-tank Guns 

Throughout the war the Germans equipped their troops with a variety of anti-tank 
guns of increasing size. These had a significant impact on the early war successes of 
the Germans—especially in France and the Eastern Front, where the thicker armor of 
French and Soviet tanks made life difficult for the German Panzers. 

PaK38 

A common early-war German towed weapon which fired a 50mm armor piercing 
round. This was a similar weapon to the KwK 39 employed in the Panzer III J, but 
somewhat more powerful. 

PaK39 , „ , , . , 

Another towed weapon which was commonly used from the middle through the end 
of the war. This was a similar but more powerful weapon than the 75mm KwK 40 
employed in the Panzer IV. The PaK 39 was also shoe-horned into the Panzer 38(t) 
chassis to form the Hetzer tank destroyer. 

Flak 88 , ... e 

Originally designed as an antiaircraft weapon, the excellent ballistic characteristics ot 
the feared “eighty-eight” made it a natural for anti-tank use, a role in which it would 
serve increasingly throughout the war. The Germans made several attempts to employ 
this weapon in an armored vehicle, the best of which were the Tiger tanks and the 
Jagdpanther tank destroyers. 
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PaK 43 

This was a version of the 88 designed to be more easily towed than the som- 
unwieldy Flak gun. 

Soviet Anti-tank Guns 

Although the Soviet tanks were more than capable of facing German armor, the 
Army deployed its own very effective anti-tank weapons to help fill the gaps 

ZIS-3 Anti-tank Gun 

This gun made up the bulk of Soviet light field artillery through most of the war. It was 
a dual-role gun, capable of delivering both high-explosive and armor-piercing rour. is 
with equal aplomb. Although the Soviets produced larger anti-tank guns, non- 
achieved the success or level of deployment of the ZIS-3. 

American Anti-tank Guns 

Like the other combatants, American forces were equipped with a variety of anti-tank 
guns ranging in caliber from 37 to 90 mm, although the following made up the bulk of 
the American anti-tank armaments deployed in Europe and North Africa. 

57 mm Anti-tank Gun 

This was virtually a copy of the British 6-pounder and used the same ammunition. In 
fact, many were provided to the British armed forces under the Lend-Lease program. 
It was produced from 1942 to 1944, when production was halted due to its inadequa¬ 
cy against the latest German armor. 

3-inch Anti-tank Gun 

Originally designed as a light artillery piece, this weapon’s ballistic character¬ 
istics leant itself well to anti-tank use and it was employed in that role from 1942 
through the end of the war. This gun also appeared in slightly altered form in the 
M-10 tank destroyers. 
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: ritish Anti-tank Guns 

7ne British relied heavily on anti-tank guns to help counter me n: : - " :' 
erman armor. The early 2-pounders were generally ineffective a:e.r e: 

North Africa and British industry was slow to respond with it. : - 
Nonetheless, capable anti-tank weapons did find their way to Br.r_-: - l: 

Allowing are the best examples. 

6 -Pounder 

This is the weapon from which the American 57 mm anti-tank gun was 

were first deployed in North Africa in 1941, but British industry had some : f .t 

producing them in quantity, leading to the requirement for the American verr. - 

17-Pounder 

Designed from the start as an anti-tank gun, the 17-pounder is recognizee as :ne 
of the most effective British weapons of the war. Although several attempts were mane 
to graft this gun onto an armored vehicle, it wasn’t until 1944 when the Sherman 
“Firefly” and the Comet appeared that some success was achieved. Nevertheless 
the 17-pounder served with distinction as an anti-tank gun from 1943 through me 
end of the war. 


French and Polish Anti-tank Guns 

The French anti-tank guns were also used by the Poles in defending against the 
German onslaught. The French weapons were generally effective against the German 
armor of the day, but the events of the war would halt their development before their 
full potential was realized. 


47 mm Anti-tank Gun 

Represents one of the several types of anti-tank weaponry available to the French and 
Polish during the early years of the war. 

Airplanes 

Airplanes are basically off-map artillery 
attacks that target a specific area and drop 
bombs on enemies. If the enemy tank is 
moving, then it is more difficult to hit. 

Airplanes can only be shot down in 
extremely rare circumstances. 
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KEYBOARD AND JOYSTICK COMMANDS: Keyboard Commands 


■ KEYBOARD AND JOYSTICK COMMANDS 

Keyboard Commands 

The commands given below are the default. The configuration of your kevixen ~i» 
be set from the Configure Keyboard screen in the Options Menu. Informal. : : ,:w* 
this screen can be found on page 25. 

Movement 

Increase/Decrease Throttle 

Up/Down Arrows 

Steer Tank Left/Right 

Left/Riqht Arrow Keys 

Apply Brakes 

Delete 

Reverse Direction 

End 

Set Throttle to Idle 


Throttle Presets (1 is minimum, 0 is maximum) 

1,2...9,0 

View Control 

Rotate View Left/Right 

Keypad 1/ Keypad 3 

Elevate/Lower View 

Keypad 7/ Keypad 9 

Zoom View In/Out 

Keypad +/- 

Center View 

C 

Switch View to Next Vehicle in Platoon 

V 

Return View to Player’s Tank 

R 

Chase View (default view until player changes view) 

FI 

Cupola View, Unbuttoned 

F2 

Cupola View, Binoculars, Unbuttoned 

F3 

Cupola View, Buttoned 

F4 

Driver’s View 

F5 

Gunner’s View 

F6 

Gunner’s View, Magnified 

F7 

Machine Gunner’s View (if present) 

F8 
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KEYBOARD AND JOYSTICK 


COMMANDS: Keyboard Commands 


n 


rucSgursdon of your 1 r ;* ,-j— 

? Options Menu. Infer —-a -r m* 


Z:*- -—j*i 
-r.- r-t-o* 


• 2 ...9.0 


* r.oad 1 Keypad 3 
Kc.:ad 7 Keypad 9 


Targeting and Fire Control _ 

Traverse Current Weapon Left/Right. 

Elevate/Lower Current Weapon. 

Center Turret and Release Tracking. 

Select Next Target. 

Select Previous Target. 

Select Nearest Target. 

Select Target Centered in Gun Sight. 

Increase Range Finder Setting. 

Decrease Range Finder Setting. 

Fire Main Gun (or Machine Gun if in Machine Gunner’s View) 
Fire Coaxial Machine Gun. 

Platoon Orders ___ 

Cycle Through Formations. 

Assign Selected Target to Platoon Member. 

Hold Fire. 

Engage Enemy (Fire at Will). 

Maintain Position. 


Keypad 4/Keypad 6 

Keypad 2/Keypad 8. 

Keypad 5. 

Tab. 

Caps Lock. 

N. 

S. 

Page Up(non-keypad). 

Page Down (non-keypad). 

Space Bar. 

Left Control 


F. 

Shift-1 or Shift-2 

H. 

E. 

M 


Crew Orders __. 

Order Loader to Change Between AP and HE Rounds 

Order Gunner to Track Target. 

Order Drive to Proceed to Next Way Point. 

Order Driver to Steer in Current View Direction. 


Miscellaneous ____ 

Exit Simulator. Escape 


























































KEYBOARD AND JOYSTICK COMMANDS: Joystick Commands 


Joystick Commands 

The commands given below are the default. The configuration of your joys- rx am 
other controllers can be set from the Configure Controller screen in the Options 
Information about this screen can be found on page 25. 


Joystick Buttons 

Fire Main Gun 

Button 1 

Toggle Main Gun Ordnance 

Button 2 

Fire Coaxial Machine Gun 

Button 3 (if present) 

Track Selected Target 

Button 4 (if present) 

Select Next Target 

Button 5 (if present) 

Switch Between Gunner and Previous View 

Button 6 (if present) 

Rotate/Elevate View (except when in Gunner’s View) 

Hat (if present) 


Increase/Decrease Range Finder Setting (while in Gunner’s View) Hat (if present) 


Joystick Axes 


Configuration: 2-axis Joystick with no Throttle: 
Steer Tank Left/Right 

X-Axis 

Throttle 

Y-Axis 


Configuration: 2-axis Joystick with Throttle: 


Steer Tank Left/Right 

X-Axis 

Throttle Setting 

Fixed Throttle Settina 

Configuration: 2-axis Joystick with Throttle and Rudder Pedals: 

Steer Tank Left/Right 

Rudder Pedals 

Throttle 

Fixed Throttle Setting 

Traverse Turret Left/Right 

X-Axis 

Set Main Gun Elevation 

Y-Axis 
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WARRANTY 


Mindscape, Inc. (“Mindscape”) warrants that the media on which the enclosed program is recorded will be free far 
defects in materials and workmanship for a period of 60 days from the date of purchase. If within 60 days of pc- 
chase the media prove defective in any way, you may return the media to Mindscape, Inc., 88 Rowland Way 
Novato, CA 94945, ATTN: SSI Technical Support / Dept. 500 and Mindscape will replace the media free of 
charge. In addition, if the media prove defective at any time after the first 60 days, return the media to Mindscape anc 
Mindscape will replace the media for a minimum charge of $10.00 plus $4.00 for shipping and handling. California 
residents, add applicable sales tax. 

MINDSCAPE MAKES NO WARRANTIES, EITHER EXPRESS OR IMPLIED, WITH RESPECT TO THE SOFTWARE 
PROGRAM RECORDED ON THE CD OR DISKETTE OR THE GAME DESCRIBED IN THIS RULE BOOK THEIR 
QUALITY, PERFORMANCE, MERCHANTABILITY OR FITNESS FOR ANY PARTICULAR PURPOSE. THE PRO¬ 
GRAM AND GAME ARE SOLD “AS IS.” THE ENTIRE RISK AS TO THEIR QUALITY AND PERFORMANCE IS WITH 
THE BUYER. IN NO EVENT WILL MINDSCAPE BE LIABLE FOR DIRECT, INDIRECT, INCIDENTAL, OR CONSE¬ 
QUENTIAL DAMAGES RESULTING FROM ANY DEFECT IN THE PROGRAM OR GAME, OR FOR LOST DATA 
RESULTING IN ANY WAY FROM USE OF THE PROGRAM OR GAME, IN ALL CASES EVEN IF MINDSCAPE HAS 
BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. (SOME STATES DO NOT ALLOW THE EXCLUSION 
OR LIMITATION OF IMPLIED WARRANTIES OR LIABILITY FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES 
SO THE ABOVE LIMITATION OR EXCLUSION MAY NOT APPLY TO YOU.) MINDSCAPE FURTHER EXCLUDES 
AND DISCLAIMS, AND THE LICENSEE HEREBY WAIVES, ANY AND ALL PROVISIONS EITHER PRESENTLY 
EXISTING OR AS AMENDED IN THAT CERTAIN INTERNATIONAL SALE OF GOODS CONVENTION OF JANUARY 
1,1988, INCLUDING BUT NOT LIMITED TO ANY AND ALL WARRANTIES, WHETHER EXPRESS OR IMPLIED 
THEREIN. 

The enclosed software program and this manual are copyrighted. All rights are reserved. This manual may not be 
copied, photographed, reproduced, or translated or reduced to any electrical medium or machine-readable form, 
in whole or in part, without prior written consent from Mindscape. The program accompanying this manual may 
be copied, by the original purchaser only, as necessary for use on the computer for which it was purchased. Any 
persons reproducing any portion of this book for any reason, in any media, shall be guilty of copyright violation 
and subject to the appropriate civil or criminal action at the discretion of the copyright holder(s). 

© 1998 Mindscape, Inc. All rights reserved. Panzer Commander is a trademark of Strategic 
Simulations, Inc. 

All other Trademarks and registered Trademarks are the property of their respective holders. 

Uses Smacker Video Technology. Copyright ©1994 by Invisible, Inc. d.b.a. RAD Software 


WHAT TO DO IF YOU HAVE A DEFECTIVE CD OR DISK 


Each of our games undergoes extensive playtesting prior to its release. Through this process we hope to uncov¬ 
er and correct any errors in programming. However, due to the complex nature of our simulations, some program 
errors may go undetected until after publication. In addition to errors in the program, there are occasionally prob¬ 
lems with the media itself. 

Should you have defective media, please return the disk or CD only (keep all other parts of the game) to our 
Customer Support Department, along with a note describing the problem you have encountered. Replacement 
media will be provided upon our receipt of the defective media in accordance with Mindscape’s warranty program 
as set forth in detail above. 


QUESTIONS OR PROBLEMS? 


If you encounter disk or system related problems you can reach us through several methods: 

World Wide Web: www.ssionline.com (or the game's web page, which is listed in the manual) 

Tech Support Fax: (415) 895-2113 Attn. Technical Support 
Email: ssitechsupt@mindscape.com 

(please list the game's name as the message's subject) 

Telephone: (415) 895-2626 between 8:30 a.m. and 5 p.m., Pacific Time, Monday through Friday, 

holidays excluded. NO GAME PLAYING HINTS WILL BE GIVEN THROUGH THIS NUMBER. 
You can also write to us at: Mindscape, Inc., 88 Rowland Way, Novato, CA 94945, Attention: SSI Technical 
Support / Dept. 500 (include a self-addressed, stamped envelope for reply). 












KEYBOARD COMMANDS 


■ Movement 

Increase/Decrease Throttle. 

Up/Down Arrows 

Reverse Direction . 

End 

Steer Tank Left/Right. 

.Left/Right Arrows 

Set Throttle to Idle. 

- 

Apply Brakes. 

Delete 

Throttle Presets. 

(1 is minimum, 0 is maximum) 

.1,2 9 0 

■ View Control 

Rotate View Left/Right. 

Keypad 1/Keypad 3 

Cupola View, Unbuttoned. 

. F2 

Elevate/Lower View. 

Keypad 7/Keypad 9 

Cupola View, Binoculars, Unbuttoned.... 

F3 

Zoom View In/Out. 

. Keypad +/- 

Cupola View, Buttoned. 

.F4 

Center View. 

.c 

Driver’s View. 

.F5 

Switch View to Next Vehicle in Platoon.V 

Gunner's View (2.5x). 

. F6 

Return View to Player’s Tank... 

. R 

Gunner’s View, Magnified (5x). 

. F7 

Chase View. 

(default view until player changes view) 

.FI 

Machine Gunner’s View (if present). 

F8 

■ Targeting and Fire Control 



Traverse Current 


Select Nearest Target. 

.N 

Weapon Left/Right. 

Keypad 4/Keypad 6 

Select Target Centered in Gun Sight 

.s 

Elevate/Lower 

Current Weapon. 

Keypad 2/Keypad 8 

Increase Range Finder Setting. 

. Page Up 

Center Turret and 


Decrease Range Finder Setting. 

Page Down 

Release Tracking. 

. Keypad 5 

Fire Main Gun or 


Select Next Target. 

.Tab 

Machine Gunner’s View. 

. Space Bar 

Select Previous Target . 

.Caps Lock 

Fire Coaxial Machine Gun. 

(if present) 

Left Control 

■ Platoon Orders 

Cycle Through Formations . 

.F 

Engage Enemy (fire at will). 

.E 

Assign Selected Target to 
Platoon Member. 

.Shift 1,2, or 3 

Maintain Position. 

.M 

Hold Fire. 

. H 




■ Crew Orders 


Order Loader to Change 

Between AP & HE Rounds. 

.G 

Order Driver to Steer in Current 

View Position. 

.D 

Order Gunner to Track Target. 

.T 



Order Driver to Next Way Point. 

.A 




■ Miscellaneous 

Exit Simulator. Esc 


www.ssionline.com 

www.panzercommander.com 


2221210-200001 























































